

Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to ail the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 
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This time, Crash will have to work his way through huge, all new 
3-D environments. Hell fly with a jetpack, surf on a jetboard 
and saddle up a polar bear cub. He’s got new moves, hell meet 



new characters and he’ll face plenty of dangerous new 


obstacles. It won't take long to realize: Only the strong survive. 



























ID TOTALLY DIFFERENT 
HULL-CRUSHING ENVIRONMENTS 


DEEP SEA MULTI-PLAYER 
GAME MODES. 


IMPLOSIVE REAL-TIME 30 GRAPHICS 
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PlayStation Is Just Getting Started! 




ow r whal a year for 
videogames! 

1997 was by far the coolest 
year ever for PlayStation fans, with 
some of the best titles ever, for any platform, 

To honor these great games, we're proud 
this month to present our first ever annual 
awards special,, the PSM Ten (which 
starts on page 63). We r ve narrowed the 
list of games down to the best of the 
best so be sure to check it out and let us 
know what you think of our picks! 

At the same time that we're looking 
back at J 97, we're also looking forward to 
a whole new year's worth of PlayStation 
games. In our exclusive G&A session with the 
industry's top dogs, we reveal the games that 
will shape the world of PlayStation in 1998 (it 
staas on page 32). 

► Despite the loads of great games coming later this 
year, 1998's best seller may be January's flf2, 



And as if that weren't enough to satisfy your mas¬ 
sive PlayStation appetite, we've also included our 
entire unbeatable, uncut PSM strategy guide to 
Tomb Haider //—all 16 pages of it! 

Finally, before I wrap things up, I'd like to make a 
quick comment on how some other mags 
seem to be "borrowing" our ideas lately. Now, 
we're all a little bit guilty of copying one anoth- 
^4 er—I mean, we here at PSM certainly didn't 

^ invent the idea of a "videogame magazine" to 
begin with. But there is a line between 
what's honorable and what's not, and lately 
a lot of other mags have crossed that line. AH 
we ask is that when you guys see a Lid 
Sticker, Tip Cards, or any of our other ideas in 
someone else's magazine, just remember that you 
saw 'em here first. And remember this; those 
guys may have our old stuff, but you'll always see 
the next cool idea in PSM first. 
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This month's cover fea¬ 
tures some of the hottest 
game characters set to hit 
the PlayStation in 1998. 
And who coufcf argue that 
these titles won't become 
some of the biggest games 
ever? Let's take a closer 
look at each one... 



A Right off the bat, we're getting Hie 
nova-hat In January. 


a should easily match the 

chart-topping success of its predecessors. 


a Moral Mania will once again reign 
when Midway brings 4K 4 home. 


A may be a sleeper 

compared to the others, but look out, 



very issue, we match the best 
* — games with today's hottest il¬ 
lustrators to create the PSM cover. 
We take pride in creating quality 
original artwork, to present our mag¬ 
azine at the highest possible level., 
This month, we were pleased to 
work with Arthur Adams, an artist 
who should need no introduction to 
true comics fans. Art has drawn just 
about every big-name superhero 
that you can think of. And recently it 
seems that he has gotten even bet¬ 
ter, adding new techniques to his 
style, judging by his amazing work 
on this month's cover, it's evident 
that his best work is still ahead. 


\. 





Art drew his first sketch directly onto a blank 
photocopy of our cover, complete with bogus 
caver lines. This First sketch, was nearly perfect 
except that Sonya isn't quite that buffed. 


“St&iecrets 




Here's the final image. Sans toverlineS. The final 
coloring has been added, and it really looks 
great! This is the first and only time that you'll 
ever see oil of these great characters together! 
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Editor-In-Chief 

Type of Gamer: Al Around 

Current Faves: Resident Eva 2, NBA in The 

Zone '9S ( Tomb Raider 2 

Hobbies: Comics, Basketball Movies 

Most Wanted Game: Metal Gear Solid 



New Year's Resolution For 1998: 

i resolve to work on. my jumpshot. I'm gonna 
practice with NBA Live W, NBA In The Zone 
'95 and NBA Shootout '98 on my PlayStation, 
then I'm going to head outside to the real 
hoop ana start raining threes! 
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Stephen -Frost 

Type of Gamer: Fighting, RPG, Racing 
Current Faves: Resident Evil 2 t Alundra, 
FF Tactics , Breath of Fire Hi 
Hobbies: Anirme, Movies, Comics 

Most Wanted Game: Dead or Alive 


New Year's Resolution For 1998: 

This year, I resolve to work even harder on 
my fighting game skills. After years of victo¬ 
ries, I finally met defeat at the hands of a 
young upstart named ''Banzai Chibichan." 
But be warned, I shall return even stronger., 



Photography & Artistic Contributors 

Aaron taper An Adams, Gerard Serrano, John E. 
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Noah Massey 

Type of Gamer: Racing, Sims, "Weird" stuff 
Current Faves: Test Drive 4 f Marvel Super 
Heroes, Baby Universe, Colony Wars 
Hobbies: DJnrtg, building mecha models 

Most Wanted Game: Gran Turismo 


New Year's Resolution For 1998: 

My resolution is to find the sickest, most 
twisted codes out there, I won't rest until 
I've got codes for absolutely everything, like 
the 1 Lower Rent" code, the "Free Gas" 
code, and the ultimate "Paid Vacation" code! 


■Bill -Fa-ris 

Type of Gamer: Flight Combai. Fighting 
Curre nt Faves: Bic •/; aziv d 2, Einbaridt - r 
Speed Power Gunbike 
Hobbies: Hoi y Kong movies, collecting CDs 
Most Wanted Game: Mobile Sun Z Gundam 


New Year's Resolution For 1998: 

I resolve to beat Parappa at his own rap I will 
practice my freestyle every day, until I am 
confident that I am worthy of the Master 
Rapper crown. Only then will I challenge him, 
And then I think HI get some counseling, 
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What he does: 

Enforces extremely rea¬ 
sonable deadlines on the PSM staff. 
Uses lots of "big" words. 

1998 Prediction: Bill Pa is gets so 
excited playing Parappa 2 his head 
spontaneously combusts, D^es happy, 

Charles' Quote of the Month: 

"Whatdoes 'PSM' stand for, again?" 
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What he does: 

Mac, 
jmputer ever! 
do is write. 
Son/mo leaves 
Tarantino for Chow Yun Fat, the 


biggest movie star, (of '98 at least). 

Eug's Quote of the Month: 

"I'll try not to go postal" 
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What he does: 

Stays late hours 
designing top-notch 
preview pages for the 
world's best PlayStation mag 
1998 Prediction: O J's thirst for jus¬ 
tice will be quenched when the "real 
fciller$"are found. Gas gets cheaper. 
Gary's Quote of the Month: 

"You're, urn, standing on my toe." 



IN YO UR FAN BOY 1 


* psm IBBB ********a***************^ ********************************* 
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Laugh while you frag, from 
Hollywood to outerspace! 


Bag some aliens with uver a 
dozen hi-tech weapons! 


An all-out overload of 
non-stop carnage! 


Duke’s in town. And there’s nothing he hates more t 
H army of alien punks crowding his space. 34 level: 
ak-smashing 3D mayhem should setfiff it. 
Gigantic gu|istJruesome enemies! Total interaction! 
? And all'aut\dev^tatjon! Don’t mess with The Man! 


Playstation 


Developed by 


iSffT ip fltaims. All Rights Re»ml Ditto Huficemt 64 rp £1S3fr1WT 30 Realms. Ml Ri^lts tamed. GI »s a trademark M Iht'CT Lugo is n regwtwei 
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NINTENDO 64 


PotiiNplayer. split-screen 
Dukematch action. 


From L.A. to the moon 


32 towering levels of 
100% interactive carnage! On film sets, in bars, on 
oving subways..,no butt-ugly alien is safe from the 
wrath of Duke! Grenade Launchers. Shrink Rays. 
Hardcore 3D action. And graphics to kill for! 
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Armored Core: 

The Hidden AC Parts ► pg. 92 

One of the coolest things about Armored Core is the abil¬ 
ity to create your own mech—and the variety oi parts to 
choose from is massive. Of course, you want to use all 
the most powerful parts to build your mech, but some 
of the best parts are hiddenf That's where we come in. 
Just turn to page 92, and we'll tell you where to find each 
and every hidden part for your AC, plus how to get 'em! 


JANUARY 
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Crash 2: Beat 
the Basses 


PB. 95 


To add to the Crash 2 strategy guide 
that we ran last month, we've col¬ 
lected a listing of special tips to 
help you go up against the game's 
many diabolical bosses. Some are 
easier than others, but you'll need to con¬ 
quer them all if you hope to reach Cortex! 


not into ► pg. 12 ^ 

This month we've got lots of cool new stuff to tell you about, such as 
the new Game Ice peripheral rumors of a sequel to Fighting Force , and 
even a few tidbits on a new model of the PlayStation! 


Tomb Raider II 


Guide ► pg. 74 - 


Last issue we took you through the first 
part of the game, and now we're back 
with 10 new pages to cover the rest of 
the adventure. Plus, we're re-running 
last month's strategy, so you'll only 
have to go to one place to answer all 
your TRU questions. That's 16 total 
pages of coverage! 


Out with the old, in with the new! 1997 was 
easily the greatest year so far for PlayStation 
fans, but we're just starting to get warmed 

up! Starting on page 74, we talk to the 
•i dustry experts to find out what the new 
year has in Store for us PlayStation fans. 
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The latest PlayStation news and up-to-the-minute info 

► Feature Story: Overheating Problem Solved!. ► PE. !2 

► Yaroze News. .PE. 15 

► Gossip...► pe. IG 

► Nihon Game Otaku!.► pg. 18 


reviews 


£0J3[ 


This month's new games, thoroughly tested by PSM experts 

► Flashback.....«- pg. 30 

► Backlog.► pg. 30 


pg. 4D 




the best dirt on tomorrow's hottest games 


Li i-i m 

AAAAAAAAAAAAAAAAAAA; 


Index 

4AAAAAAAAAAAAAAAAAAAAAAAAAA 

We've got loads of great new PlayStation games for you 

to see. If you're half as excited about the PlayStation as 

we are, then there's no time to spare! Just use the list 

below to go directly to the games you're interested in: 

Arcade's Greatest 


Nagano Winter 


Hits Vol. 2. 

..pg 25 

Olympics '98. 

..pg. 60 

Alundra. 

-pg- 40 

Namco Museum 


Bloody Roar. 

.pg. 59 

Volume 5. 

-pg 27 

Bug Riders. 

-pg 24 

NBA Live'98. 

-pg 24 

Cardinal Syn. 

.pg. 54 

NCAA 


Ceasar's Palace. 

-pg 24 

Gamebreaker '98. 

-pg 23 

Command St Conquer: 


One. 

..pg. 46 

Red Alert.. 

-pg 27 

Pitfall 3-D. 

-pg. 48 

Courier Crisis. 

..pg 25 

Resident Evil 2. 

-pg. 57 

Critical Depth. 

..pg 26 

Vigilante 8. 

..pg, 58 

Deathtrap Dungeon.... 

.pg. 47 

Skull monkeys. 

...pg28 

Duke Nuke 'Em. 

■pg. 42 

Star Wars: Masters 


Fifth Element. 

.pg. 44 

of Teras Kasi. 

...pg 27 

Forsaken. 

.pg. 52 

Spawn the Eternal .., 

...pg 28 

Frogger. 

-pg 26 

Vs. 

...pg 28 

Klanoa. 

.pg. 43 

WCW Nitro. 

...pg 26 

Monster Rancher. 

-P9 25 





► Alundra.... 

Duke Nuke 'Em. 

► Klanoa.. 

► The Fifth Element. 

► One. 

► Deathtrap Dungeon. 

► Pitfall 3-D. 

► Forsaken. 

► Cardinal Syn.. 

► Resident Evil 2...... 

► Vigilante 8. 

► Bloody Roar. 

Nagano Winter Olympics '98 


.- pg.AO - 

.► pg- 42 - 

.^pg-43 - 

.► pg.44- 

.....pg.4E - 
pg.47 - 

.► pg- 48 - 

.► pg. 52 - 

.pg. 54 — 

.- P9- 57 - 

-.«-pg.58- 

.*- pg. 59 — 

.- pg. 60 - 



The latest codes for all you addicts 




You've got questions, we've got answers 

Link-Up... 

► Contest Winners.. 

Top This!.. 


Marketplace 


-PE.ID4 - 

.► pg.104 - 

.► pg. 109 -* 

.^p B . Ill- 

.-mill- 

.► pg. 112 - 



PG 

A sneak-peek at what's gonna be hot for next month 



The PSM Ten: 1997 ► pg. G3 - 

We re only on our fifth issue, and already we're having our very first awards special! 
But we're not going to do the same old, run-of-the-mill stuff, no sir. We've picked the 
absolute best of the best, the ten PlayStation games that stood head and shoulders 
above the competition in 1997, Who won our Game Of The Year? Turn and see... 
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your complete source for all the latest In 
playstation nems, topics, and aa-ibir culture 


These days, daily news is only a click away 
on the Internet. But what you can't get online 
is PSft/Ts exclusive in-depth coverage, with 
more details andl extra info. We dig deep to 
find the real story behind the headlines. 


PlayStation Overheating Prnblem Solved! 



A New Peripheral Fixes the Skipping, But Will It Ever Be Released? 


ever again will you have to worry 
about your PlayStation overheating. 
How can we say this, you askr 1 In issue three, 
we broke the news on Consumer Benefit's 
Game Ice product. We finally got a pre-pro 
duction model in, and we ran it through a 
complete shakedown. 

But first, what is Game Ice? Ifs a contrap¬ 
tion that tits onto the left side of the Play¬ 
Station and continuously blows 45 cubic ft of 
cool air through the system. You can actually 
feel the a r flow through the PlayStation and 
out the other side, A vortex filtering system 
keeps dust and harmful panicles from enter¬ 
ing and damaging your system by blowing air 
(and dust) out the end of the Game Ice, away 
from the PlayStation. If you put your hand 
over the filter, you can feel the air push your 


hand away. The Game Ice has its own power 
cord and kind of makes your PlayStation look 
like a Hoover vacuum. 

To really put this device to the test, we left 
a PlayStation on for an entire weekend—over 
60 hours total. We put in Tekken 2 (because 
of its long opening cinema) and just let it play, 
To be even harder on the Game Ice, we 
placed the PlayStation on fabric and covered 
all the vents with some T-shirts. Any normal 
PlayStation in this situation would overheat in 
just a couple of hours. In our little experiment, 
the unit was kept cool the entire weekend, 
with not even a corner of the system getting 
even slightly hot. Needless to say, Monday 
morning Tekken 2 was running as smooth as 
if we just slapped it in five minutes ago. Over¬ 
all, the Game Ice lived up to all our expecta¬ 


tions, and we were extremely impressed. It's 
important to remember that the Game Ice is 
only used as a preventative measure, though. 
If your PlayStation already skips or has been 
damaged, then this device will not fix or help 
the situation. You will however, be able to 
play games for hours on end with nothing to 
slop you except your own stamina. 

As of press time, Game Ice is still in nego¬ 
tiations with manufacturers. By the time you 
read this, a deal should be signed for it, The 
potential retail price should be around $40, 
but it may come down depending on the 
amount that are produced, We'll bring you the 
final word on where to get this exciting new 
peripheral when it gets closer to hit- - 
ting the streets! 


Analog GBntroiier-CBmpatihie Games 


> 


Not even a PlayStation wrapped 1 in a sweater, running Tekken 2 
for 60 straight hours, could fai:e the unbeatable Game Ice. 


o you finally went out and bought one of the amazing new analog controllers. Good move) Now 
you need to know which games are compatible with it. We went on a quest to compile a list of 
games that should work with the dual analog controller, in addition to the main titles everyone already knows 
about. Some of the following titles are anticipated to be compatible, but are not out yet, In addition, some of the 
titles' professed use of the analog mode is questionably useful—some games do more with it than others. 


Alien Vs. Predator, Fox Interactive 

Apocalypse, Activision 

Ace Combat 2, Namco 

Ball blazer Champions, Lucas Arts 

Bias to, Sony CEA 

Cardinal Syn, Sony CEA 

CART World Series, Sony CEA 

Colony Wars, Psygnosis 

Cool Boarders 2, Sony CEA 

Crash Bandicoot 2, Sony CEA 

Critical Depth, GT Interactive 

Cnx: Legend of the Gobbos, Fox Interactive 

Courier Crisis. GT Interactive 

Descent Maximum, Interpfey 

Exodus, Sony CEA 

FIFA: Road to the World Cup r 9R, EA 


Fighting Force, Eidos 

Formula 1 Championship Edition, Psygnnsis 
Forsaken, Acclaim 
G-Police, Psygn&sis 

Gex: Enter the Gecko, Crystal Dynamics 
Jet Moto 2 r Sony CEA 
Machine Hunter, MGM Interactive 
Madden NFL r 98, Electronic Arts 
MDK, Playmates Interactive 
Mech Warrior 11, Activision 
Moto Racer, Electronic Arts 
Nascar '93, Electronic Arts 
NBA Shootout '98, Sony CEA 
NCAA Game Breaker '98, Sony CEA 
NHL Face Off ‘98, Sony CEA 
Nuclear Strike, Electronic Arts 


Grid world. Abe's Odyssey, GT Interactive 
One, ASC 

Fac Man: Ghost Zone. Namco 
Pitfall 3-D, Activision 
Porsche Chal lenge, Sony CEA 
Rally Cross, Sony CEA 
Rascal, Psygnosis 
Reboot. Electronic Arts 
Running Wild, Universal Interactive 
Spawn: die Eternal, Sony CEA 
Steel Reign, Sony CEA 
Test Drive 4, Accolade 
VMX Racing, Playmates Interactive 
Wild 9, Interplay 


r—---:--- - 

eis of intuitive control—bLit not with every game or bring the controller back to neutral center You can aso 

_ _ every person. overcome this setback, but it requires hours of practice. 

I ; j RELEASE DATE: OUT NOW The Glove straps to your arm, and you control char- The Glove runs in digital, analog, and simulated ana- 

PRiCE: $89.95 acter movement with your wrist. Action buttons are eas- fog mode. The simulated analog mode is a -very strong 

A great being named Yoda once said, "You must unlearn ily accessible at your fingertips and thumb. We had sell!ng point. It means all those games that should have 
all that you have learned." This should be the mantra of some trouble with up and down motion in afl the games been analog now can be, sort of. Depending on the 
all who purchase the Glove Easily having the steepest we tried- a troublesome flaw, but it can oe overcome, degree of movement, the G^ove sends out a pulsing sig- 
learning curve of any peripheral ever, the Glove takes The resistance when you push in a particular direction nal to the PlayStation, an option unique to the Glove, 

' practice. Once mastered, though, it can brina new lev- could have been much tighter, and it J s often difficult io The Glove does not work well for games that 
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Lara and Co. To Get Their Own Fi 





ave you ever wondered why there haven't been more 
videogame-hcensed toys and collectibles? Lately, it seems 
like even the lowliest comic book heroes have their own action fig¬ 
ures, but nothing for videogame characters—that is, until now. 

The day may be coming soon when you can walk into your locai 
game shop and find a wai full of videogame-licensed toys behind 
the counter. Leading the way is Toy Biz, the toy giant behind the 
thousands of Marvel Comics-licensed action figures and acces¬ 
sories, The company is planning its own videogame heroes line, 
which will start off with action figures based on characters from 
Tomb Raider, Street Fighter Vs. X-Men , Resident Evil and Resident 
Evil 2. The figures should start hitting n the first-quarter, with sub¬ 
sequent releases throughout the year The Lara Croft figure should 
kick off the line. If these toys are as successful as we expect them 
to be, you can expect plenty more from the Toy Biz videogame line, 
To add to that, Bandai finally seems to be ready to bring over the 
popular Final Fantasy VH series of figures from Japan. We've heard 
no word on when they'll hit though. You can keep an eye out for a 
figure of Duke Nukem, and toys based on Shiny's MDKa nd Wild9s 
may also be on the way. If all goes well, all of you die-hard 
collectors out there will have plenty to be happy about. 








New PlayStatioitiHilJapai 


look Out, G.I. Joe 

One of the first figures 
planned for the new Toy Biz 
"Videogame Heroes" line is 
none other than the lovely 
Lara Croft, This is just an early 
mock up model of what the figure 
will look like, but you can see that 
she's already looking 
pretty good! 
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ere are a few other 
notes of interest, in¬ 
cluding the latest up-to- 
the-minute information on 
everything PlayStation. 

Acclaim is finally nearing 
completion oh an alpha version of 
X-Men: Children at the Atom. After 
numerous delays, the Capcom 
fighter might finally make its 
appearance on the PlayStation. ? 
Some may argue whether its even 
worth releasing the title, consider- 
irig the arcade version came out 

over two years ago. look for a deft- 

■ 

rijte release at the start of the year, 
and cross your fingers, 

Despite the success that 
EirJos has had with the Tomb 
Raider franchise, 20 staf f 11 lembars 
have been cut from the company's 
development operation in England. 
She remaining staff will continue 
working an Deathtrap Dungeon and 
its sequel. Three other titles have 
also been canceled. 

(Continued on page 14} 


ony Computer Entertain¬ 
ment has released a 
Pray Station with a newly added 
function (Model SCPH-7000) in 
Japan. The new addition is a 
"Sound Scope" function—-the 
very same one used in the Baby 
Universe title. With the Sound 
Scope function., you can insert a 
music CD mto the PlayStation to 
manipulate various images. The 
PlayStation has 24 new image 
patterns in addition to the preex¬ 
isting patterns for Baby Urn- 
verse, and you can save the dif¬ 
ferent images you create to a 
memory card. Also packaged 
along with the new PlayStation is 
the Dual Shock analog controller 
(SCPH-12QQ). The entire package 
has a price of $150. No : ~ 
word on a U.S. release. L 
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Com® for th® f rest Kb J 
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require single, precise button pushes. It also doesn't fa;r very well when you need 
to be super-quick with directional inputs—the Glove is pretty fast, but a wrist 
motion just ta*es longer than a simple button press. These types of games are 
better left for the quicker and more accurate traditional D-pad. You can flip the y 
axis and access several preset customizations with the touch of a couple of but¬ 
tons, depending on the game. 

Overall, the Glove is something we strongly encourage you to look into. But it's 
not for everybody. It requires you to be extremely dedicated to learning a com- 
pletely new way of playing games. It isn't easy, but the payoff can be grand in the 
increased control. RATING: w; mVj/2 


or call 


-j (m'dwi-ir/-'i7 


Your online Super Gaming Barn. 

We offer the best variety of Video Games/PC/RPG/CCG and accessories. 

P fay st ation/Sa t u rn/N i nte n d o/W o tC/T SR/Fasa 
All at 20%-30% discount. Sometimes MORE, YeehaJ 
Secure online ordering or call toll free 24 hours. 

Most orders shipped out next day. 

Order over SI 00 and we ship it free/ 

Visa/M CYC heck accepted and Express Delivery available 
“'Lez uz put dem gams in yur harsz, ya freak.' 1 
*see site for details 

Uncle Jed's Game Shed. Game Shed. Slow Bob, Crazy Cousin Zeke, Slim Bigboy, are © 

Game Shed. So hands off my gumbo. 
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The Latest News on Square's GG final fantasy Movie 


-H 


lot of talk has been making the rounds lately about 
videogame-based movies, but little to no concrete informa¬ 
tion has been leaked. PSM has heard about possible movies based 
on Resident Evil, Tomb Raider, and even Doom t but no actual filming 
has taken place yet. But Hollywood rs not the only group interested 
in making money off of videogame based movies. 

Inside sources have revealed that Square is currently working on 
its own feature length CG him based on the Final Fantasy series. 
Just don r t expect to see your favorite characters appearing on the big 
screen, as Square has opted to create completely original characters 

for the film. One such character, Grey r is 
rumored to be the story s main character and 

has been mod¬ 
eled after the 
actor Brad Pitt. It is 
unknown who will be 
doing the voice acting for 
the part, though. 

A high emphasis has 
been placed on the motion¬ 
capturing process, so charac¬ 
ter animations should be 
extremely smooth and life-like. 
And while little has been revealed about 
the background story, it seems that the 
setting is entirely futuristic. One test ani¬ 
mation sequence had Grey riding a hover 
brke in a high-tech looking cityscape. 

To ensure that the movie is of 
the highest quality, Square has enlisted 
the aid of several groups of highly 
experienced directors and animators. 
These people include former Disney 
employees, one of the artists from 
the movie The Fifth Element and the 
Japanese CG director who was 
responsible for the beautiful intro 
sequences found in Nam go's Tekken 2 
and Soul Blade , 

Knowing Square's commitment 
to quality, this is going to be one major 
motion picture event when it gets 
released. Just don't run down to your 
local theatre quite yet, as the movie 
won't be completed until the 
year 2000. Meanwhile, you 
stilt have Final Fantasy 
VIII to look forward to. I 



The Art or CG 


CG, or Computer Graphics, is nothing new to the 
videogames industry, but only a few companies can do it 
well. One of these, Namco, has prided itself in creating 
some of the best rendered intro sequences ever seen. 
Found in Tekken 2 and Soul Blade , these sequences hint 
at the potential for realism that computer graphics can 
obtain. And since the CG Director of these two games is 
assisting Square with its Final Fantasy movie, you know 
the movie is simply going to be amazing. 



It's amazing haw much derail there is in. this room* If you 
multiply tlie level of detail by four, that is probably how real¬ 
istic the Final Fantasy movie is going to be* Amazing I 



Facial features are arguably some of the more difficult ele¬ 
ments to create on computers, but Namco has done a bril¬ 
liant job in this intro to Soul Blade 


{Continued from page T 31 

~ Sony's VP of Technical Sup* 
port, Bill R eh back, tm left the com¬ 
pany to work on a new console sys¬ 
tem. Titled Project X, this console 
will most probably appear in late 
38 It shouldn't pose any real 
threat due to the PlayStalion's 
large user base. 

Gran Ttirism, Sony's much- 
hyped racing title, has managed to 
raise the bar on the genre. Tire 
game will feature 146 distinct cars 
all of which will handle differently. 
Featured cars include 22 models 
from Toyota, 31 from Nissan, 13 
from Mitsubishi, 22 from Honda, 
and 19 from Mazda. 

On the Isgliter side of things. 
Nintendo decided to change the 
name of one of the characters in 
Biddy Kong Racing. Formerly known 
as Krash the Kremlin, he is named 
Kmn ch in the final version of the 
game. Obviously ihe name change 
had to do with the similarities to 
Sony's Crash Bandicoot. 

Plans are in the works to 
make an add-on mission pack for 
Tomb Raider 2 that will include 
seven new levels, complete with 
brand-new FMV sequences, new 
enemies, and weapons. Tided Tomb 
Raider 2.5, if is pack may ue hitting 
stores as early as Q3 ‘98. 

One of the more anticipated 
fighters to be released next year, 
Tecmo's Dead or Aim will feature 
two new characters not found in the 
arcade version. Also, each original 
character will have five new moves. 
The game is scheduled for a 
February release. 

Midway's soon-to-be-classic 
racing game, San Francisco Rusk 
has been delayed until February. 
Atari Games has based the delays 
on the fact that the game is 
extremely difficult to port over. 
Fortunately, the PlayStation version 
will contain an extra track not found 
in the NG4 or arcade versions, 

Woo Hoo! 


THE BARRACUDA 

COMPANY: INTERACT 


r 

.c--3L 

PT-_ . , _ 


RELEASE DATE: OUT NOW 
PRICE: $29 95 

We originally reported that the Barracuda would feature 
vibration and would be released before the Sony pad, 
but these predictions turned .out to be false. However, 
the Barracuda does have a ton of features that the 
Sony pad is lacking. The two analog sticks are both 
made of metal with plastic tops, rather than being at! 


plastic. They also have more degree of movement and 
are a little tighter. This better-feeling stick-design allows 
more control than its Sony counterpart. The Barracuda 
also features enhancements like slow-motion, turbo 
fire, and complete programmability. You can reassign 
any action button to any of the other action buttons. 
You can also program a series of motions to one button 
in the digital mode. Another benefit is the ability to 
swap the use of the sticks. The right stick can perform 
the actions of the left and vice-versa, with the flick of a 


switch—perfect for lefties. The D-pad is less than sat¬ 
isfactory, but it's usable. To compensate, the Barracuda 
lets you use the analog, sticks as a normal D-pad in dig* 
ital mode (also missing from Sony’s pad). 

The L2 and R2 are well placed on the bottom of the 
pad, but the placement of the LI and R1 buttons forces 
you to hold the pad in an unnatural way—the pad's only 
drawback. This could have easily been solved by plac¬ 
ing them m the standard spot on the shoulder, Too bad! 
RATING: ' 
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Net Yaroze Update 

Your monthly source for the 
latest Yaroze news and reviews 

D his month's Yaroze update spotlights a group of Yaroze developers 
who are just starting to get their feet wet with a new project. PSM 
had the pleasure of speaking with Mark Alden, the lead programmer of a 
three-man team dubbed DarkSoft. Their upcoming demo is a first-person shooter titled Dark , which will probably be 
the first of its kind to show up on the Yaroze. 



PSM; Who are the other two members of DarkSoft, 
arid what are your backgrounds? 

Mark: The other two members are my brother Andie and 
his friend David Brown. Andie is the best artist among 
us, and David is going to be the other programmer. He is 
still in college, finishing up his computer science degree, 
I graduated from college this past year, and am working 
as a programs tester for a local company. My background 
is mainly in low-level programming. 

PSM: How did the idea of Dark come about? 

Mark: Dark came about after my brother and I were 
deciding what we wanted to do after college. We both 
shared in the desire to work in the videogames industry, 
and eventually agreed to develop a game ourselves, At 
that time, the Yaroze had just been 
released into the U.S. market, so 
we thought we would invest the 
3750 and see what we could do 
with the hardware. 

PSM: Was a first-person shooter 
the first idea you came up with, 
or were there other genres that 
interested you? 

Mark: Well, we wanted to do a 
shooter, but we weren't sure what 
kind. A traditional overhead space¬ 
ship shooter is probably the easi¬ 
est thing to do, so you see a lot of different people mak¬ 
ing them. We wanted to do something different My 
brother and I have long been fans of Quake and Duke 
Nukem, so the idea of a first-person shooter was always 
at the top of our list. Unfortunately, the limitations of the 
Yaroze hardware prevented us from doing something as 
grand, but we thought we could still develop a game 
with its own personality and uniqueness. 

PSM: It seems that developing a first-person shooter 
on the Yaroze would be extremely difficult. Is it even 
possible to make one that looks and plays decently? 
Mark: it's certainly true that this is probably one of the 
hardest genres to do on the Yaroze, but it can be done. 
The only problem is you have to greatly limit the player's 
view in order to have a decent-looking game with a good 
framerate. So we came up with the idea of making the 
entire game extremely dark, so you could only see a few 
feet ahead. The top of your gun has a light that shines in 
front of you, and you can only see in that particular area. 
Not only does this help us out in the design of the 
engine, it also provides a more tense atmosphere to the 
gamer. Imagine walking along, and as you turn in a cer¬ 


tain direction with the light, a monster jumps out. It 
would scare the $h*t out of you! 

PSM: Is there a background story yet? 

Mark: Not really It is kind of like the story in the first 
Resident Evil You play some son of military guy who 
gets stuck m a haunted mansion. But the mansion is 
much larger than what it looks like from the outside. 
PSM: How long have you worked on the game? 
Mark: Not long. We're really just starting to get the ball 
rolling, and Andie is designing up some early character 
sketches and backgrounds to give us a direction to head 
in. l J ve been working on an engine that should work pret¬ 
ty smoothly sn the end, and David comes over on the 
weekends to help out 

PSM: What tools and programs 
are you using to create Dark f and 
which ones do you think you will 
be using in the near future? 
Mark: The obvious stuff. Right 
now, we're using Photoshop to 
make early maps of the levels. 
Nothing really fancy, just simple 
"get the juices flowing" stuff, On 
the programming side, Code War¬ 
rior is the main software we will be 
using. We've also downloaded 
some freeware compilers and 
such, but I doubt we will use them, CW pretty much pro¬ 
vides all you need. David has his own tools that he has 
used throughout college, and he's trying to tweak them 
for our use. it's a slow process, but it's definitely fun. 
PSM: How long do you think it will be before you 
guys have a basic playable version of the game? 
Also, do you have any other future projects in mind? 
Mark: Well, we still have a long way to go before we 
could even consider calling this project a game. We're 
eventually going to put up a website about the project 
so people can see what we're working on. If anyone 
wants to help out, great. We could use as many volun¬ 
teers as possible. As for future projects, I would love to 
make a third-person action game with some RPG ele¬ 
ments to it. I'm sure that both Andie and David have 
their ideas, also. 

PSM: Thanks for your time, Mark. We wish you the 
best of luck on your project and any future projects 
that you plan to work on. 

Mark: Thanks. It has been fun talking with you and I 
hope to do it again in the near future. Keep up the great 
work on the magazine! 



, Ju$t like Id Software did with IJoom, 
Mark and his colleague* are working 
together to design their very own first- 
person shooter, with a imall staff. 


That's it for this month's update. Next issue, we will be talking with another Yaroze development group that's 
much further along with its project, We'll have an in-depth interview and some screen shots, as well. It 
should be interesting, so be sure and check it out. See you guys and gals next time! 



* psnn Isas 
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You want more than just the latest headlines — you want the dirt, 
the inside scoop on what's really going on with the PlayStation. 
Well, look no further, because PSM always has its ear to the wall.... 


R umors have stated that the last 
original member of Namco's Pac- 
Man: Ghost Zone design team has left 
the project According to sources, all 
that's left on the project now is a new 
programmer and two artists who have 
been working on the same sample art 
and code for literally months now. 
Supposedly, the reasons for personnel 
departure have been due to difficulty 
with Namco's new U.S, head of RMX 
Namco has currently pushed back 
the project to an undisclosed date, and 
rumors that the game will be scrapped 
altogether have been doing the rounds. 
For its part, Namco completely denies 
that it J s considering canning the project 



With the current PlayStation, you can add a "Mod Chip" to 
play import gomes. But will Sony prevent this in the future? 


ayStation 2 Mod-Proof? 


ccordmg to sources inside Sony, one of the 
new additions that has been planned for the 
design of its next system is an "antf-modification JJ 
chip. While you can modify the current PlayStation 
(with the addition of a special chip) to play import 
games, the next incarnation of the hardware will 
allegedly be taking steps to limit such actions. Exactly 
what form the technology will take is unknown, but sup¬ 
posedly the system will be disabled if you make modifi¬ 
cations to the hardware. Sony, of course, has denied that 
it is doing any such thing, but then again, it also refuses 
to discuss any issues about new hardware, period. 


r 



a The new "Dual Shock." controller was just released In 
Japan, boasting better vibration and other new features. 


V 
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ony has placed all vibration technology for its con- 
E^U trailers on hold for 1997 It has also allegedly advised 
each of its developers to pull all such vibration code from their 
games, as well as having licensed third-party controller manu¬ 
facturers pull feedback mechanisms from their products. 
While Japan is currently enjoying the new dual feedback 
mechanism in Sony's recently released "Dual Shock" analog 
controller, U.S. gamers are going to have to wait a little longer 
(if not indefinitely) for the feature. Chances are good that feed¬ 
back will hit the U.S. in mid '98, but Sony is not making any 
statements. The current analog controller has only been on 
sale for a short while, 


/ 





The intense firsh-person action of Quake may 
finally be back on track for PlayStation in '98. 


ources close to GT In¬ 
teractive have indicated 
that the PC smash-hit Quake is at 
long last on its way to the 
PlayStation. Strangely though, 
some rumors have indicated that 
the game was up and running 
several months ago, but GT 
Interactive somehow managed to 
botch the deal with the game's 
original developers (who are 
unknown) rn a way that caused 
them to go out of business. Recent 
rumors have stated that the new Quake 
development team is entirely different 
from the first one, and that the project 
is currently on track for a late '98 


release. To this point in time, GT 
Interactive has completely denied the 
rumors across the board, merely point¬ 
ing to the fact that "it hasn't an¬ 
nounced anything." 



Rglliig Force 2 li Hie Wirks 



up stairs. Collision detection is also slat¬ 
ed 10 receive an upgrade. As a result, 
characters will react 
uniquely to different 
attacks ( f or exam- 
pie, when a char- 
■A acter is punched 
11 the ' ace - ne 
reel backwards m 
» a different way as 

opposed to when he 

5 is kicked in the stomach), 
■V So far, sources haven't indicat- 

6 ed any timeframe for release. 

< You can expect Smasher 
m and the rest of the gong to 
return in Fighting Force 2. 


I ources have indicated that 
Core Design is already planning 
a sequel to its most recent 
hit, Fighting Force. The 
update will supposedly 
include at least one 
new character in 

addition to the four || 

characters featured in M 

the first game. Core will also be A 
working to refine the fighting mA 
engine to make it more re- 
sponsive and deeper B 

The engine changes will 
reportedly let players fight in 
more complex ways and situations, 
such as on top of cars or while walking 
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PRODUCT 


... NBA Fastbreak r 98 definitely 
has enough game to challenge 
the big boys at Sony and EA." 

- GamePro 

October '97 


/ among the most realistic 
' ' b-ball sims on the market" 

-SLAM 

December r 97 


NBA Fastbreak 98. The most realistic, full-motion 5-on-5 sim you’ll ever play. We’ve duplicated the 
NBA’s hottest players and their moves. You call the shots: use Rodman’s rebound or O’Neal’s power 
dunk; make Stockton shut down Kerr; have Hill take it to the hole and Hardaway shoot the three! 
There’s only one way to play a more realistic game of basketball - get drafted into the NBA. 

www.midway.com , AiinUMi^ 


NBA Fasltmeak , 9{V IM 997 Midway Heme Enlenainmenl Inc. All rights reserved. Midway is a registered trademark 
ef Midway Games Pnc, Used under license. The NBA and Individual NBA (earn identilicalions used on or in this 
product are trademarics, copyrighted designs and other forms at intellectual property of NBA Properties, Inc. and Lhe 
respective member teams and may not be used, in whote or m part, without the pnor written consent oi NBA 
Properties, Jnc. 331997 NBA Properties, Inc. All Tights resented. Developed by Visual Concepts Entertainment. 
PlayStation and the PlayStation logos are trademarks ot Sony Computer Entertainment Inc, 5607-97 
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Slow Break 

it the moun¬ 
tains howev¬ 
er you wish! Atlus's 
Snow Break , which 
will be released this 
winter, lets you play 
two of the most 
popular winter 
sports—skiing and 
snowboarding. You can even try out mono-skiing! 
Choose which style you want, add your name to one 
of the four choosable characters, and compete lo win 
the championship of all the races. The game has two 
modes: Normal and Time Attack, In Normal mode, you 
race against the other three CPU characters through 
valleys and forests on six courses. In Time Attack 
mode, each course has checkpoints (six to eight sec¬ 
tions) that you must reach within a certain time. You 
get bonus points for "Speed Performance Time." At 
any time you can change from first- to third-person 
perspective, and you can save your best times and 
scores to a memory card. 

Sony Boys Bock Software 

ony Computer Entertainment has announced 
that it wifi buy back unsold PlayStation software 
from retail stores. Around 200 titles released prior to 
January 1997 that haven't been ordered will be 
bought back, totalling 700,000 to 800,000 games. 
SCETs PH department was quoted as saying, "Our 
purpose is to help the stores stop devaluation of the 
games." This is the first time that a hardware com¬ 
pany has bought back software. SCEI will pay $16.50 
Der title, anticipating a total cost of SI3.3 million. SCEI 
is not assigning limitations to software, they will only 
buy back titles whenever required. 



The sky 's the limit with the aer¬ 
ial moves in Snow Break. 



INNA GENKI? It's a brand-new year—time to make seme resolutions. I resolve to make Nihon Game Otaku 
J§j truly whoop-ass! Here r s how it's going to happen: starting this issue, it'll be FOUR [count r em, FOUR) pages 
of Japanese import news. You asked for it, you got itf 


Active Chaise for Came Creators 

ony Computer Entertainment has embarked on a 

new "active change" for game creators. With its 
"independence recommendation," Sony PlayStation 
game producers will be actively independent, which 
means they can freely make games for separate cor¬ 
porations and grow 
with individual publish¬ 
ers. This is a bold "sep¬ 
arate company encour¬ 
agement" policy. As of 
October 16, three pro¬ 
duction groups are 
standing alone from 
SCEI. Representative 
directors for the three 
companies were inau¬ 
gurated by SCEI Vice President Akira Satoh. The direc¬ 
tors are in charge of substantial corporate manage¬ 
ment for the new companies, 

The executive producer of Arc the Lad, Ryoji 
Akagawa, has been named director of Arc Enter¬ 
tainment. The director for the new Sugar and Rockets 
company is none other than the executive producer of 
Intelligent Cube and Gambare Morikawa-kun 2, Tetsuji 



Will Sugar and Rockets 
make more gomes like 
Infellrgenf Cube? 


Yamamoto. Wild Arms executive producer Takahiro 
Kaneko will be the director of Contrail. Those game 
creators working for the new companies wifI receive 
"royalty-1 ike remuneration," based on the developed 
software safe profits. If the game's a hit it will guaran¬ 
tee high earnings. The capital stock of the three com¬ 
panies is $83,333.33. 


a Chonces are good more a Contrail will have a 

RPGs will be coming from friendly rivalry with the 

Arc Entertainment, other two companies* 




Yoshiaki Kajii, of SCEI's PR department, explains: 
"We have prepared an environment in which game 
creators can freely make games. By separating from 
SCEI, the creator's conception can be more directly 
reflected upon the game. Although the three compa¬ 
nies will produce SCEI software, we want them to 
independently develop titles, and ultimately publish 
with independent publishers." 


Resident Evil 2 Commercial Rimed 

TV commercial for Capcom's Resident Evil 2 

was shot recently in Hollywood. Production 
costs for the SOsecond commercial totaled more than 
a million dollars. This is unthinkable for a game com¬ 
mercial—until you realize it was directed by none other 
than the zombie-master himself. George A. Romero! 
The zombies' unique make-up was done by legendary 
make-up artist "Screaming Mad" George (Fright 


Night Poltergeist 2, 
Nightmare on Elm Street 
41, along with Steve Wang 
and SMG Effects. 15-year- 
old Brad Renfro (of The 
Client and Sleepers fame) 
played the hero, Leon. 
Unfortunately, this com¬ 
mercial will only be seen 
in Japan. 



George A. Romero cold 
loungin' on the set. 


Namco Anthuingy 

amco has announced that it will release a variety 

game for the PlayStation called Namco 
Anthology 1. While the Namco Museum senes con¬ 
centrated on arcade classics, Namco Anthology 1 will 
solely contain home videogame masterpieces. You 
can enjoy each title on the disc in its original form or in 
an "arranged" form (whatever that means!). Four 
titles on the disc have been named: Star Luster (re- 




King's Continent is one 
of the few nostalgic tides 
on Namco Anthology 1. 


leased on NES December 7, 

1985) , Tower of Babel 
(released on NES July 18, 

1986) , Wrestle Bali (re¬ 
leased on Sega Genesis 
February 8, 1931), and 
King's Continent (released 
on NES June 10, 1992). The 
anthology's release date has 
yet to be announced. 
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TUP II SMBS 
IN JAPAN [*wtm] 



— 1 MINNA NO GOLF 

SCE; Released July 17; copies sold: 
60,011 in last 2 weeks, 805.304 total 


^ 2 MOON 

ASCII; Released October 16; 47,435 
copies sold 

£ 3 FRONT MISSION 2 

Square; Released September 25; 
copies sold: 31,861 in last 2 weeks, 
400,870 total 

jff 4 RESIDENT EVIL DIRECTOR'S CUT 

Capcom; Released September 25; 
copies sold: 31,759 in last 2 weeks, 
220,138 total 

M & STREET FIGHTER COLLECTION 

Capcom; Released October 23; 

28,932 copies sold 

fe 6 FINAL FANTASY VII INTERNATIONAL 

Square; Released October 2; 
copies sold: 2B f 522 in last 2 weeks, 
145,239 total 

% 7 BREATH OF FIRE III 

Capcom; Released September 1 1; 
copies sold: 27,378 in last 2 weeks, 
347,171 total 

Jl 8 REAL POWERFUL PRO BASEBALL 
97: SEASON OPENER EDITION 

Konami; Released August 28; 
copses sold: 26,241 in las* 2 weeks, 
373 r B53 total 

^ 9 MONSTER FARM 

Tecmo; Released July 24; copies sold: 
21 r 391 in last 2 weeks, 400,202 total 

*4* 10 WORLD NEVERLAND: TALE OF THE 
KINGDOM OF OLLUD 

Riverhill Soft; Released October 23; 
20,082 copies sold 

©1997TDKUMA SHQTEN Za.M± INTERMEDIA COMPANY 


Parappa Desigaer Exhibition 

he designer who lent his talents to 

Parappa the Rapper, Rodney Green- 
blab w <ll hold an exhibition of his work in 
Osaka (December 27-January 11}., and 
Nagoya (March 27-April 7). The meeting 
place was made to resemble Rodneys 
NYC studio "The Center For Advanced 
Whimsy," complete with a playable demo 
of Parappa r he Rapper, images of the origi¬ 
nal characters from the Fuji TV shows Ugo 
Ugo Luuga and Bonki Kids, a picture book, 
and a CD-ROM, 



January Japanese Release Detei 




TITLE 


PUBLISHER 


M i cro Machines,..........**...Namco,,........ 

Exaiegiuse......Imagines.... 

The Legend Of Heroes III ....JMF,..,... 

Mighty Bowling.......Coconuts Japan Entertainment 

Konami Antiques; MSX Collection Vo 1.2.... Konami. 

The Match Golf...........Zum&x.. 

Back Gainer......,...Bing.,.. 

Noon..............Micro Cabin..... 

Side Packets......Data East. 

Spectral Tower II .....,.Jdea Factory... 

Nectarius.._________Hudson,..... 


Paranoia Scape. 

Toshmden Card Quest 

Bashing Beat.. 

Fighting Gate.. 

Juso Kihei Valken 2. 

Lost Children .... 

INec Atlas... 


V. 


....Matilda.. 

....,..,„,.Takara „....... 

.........Easley.. 

.....Kodansha....... 

.....Nihqn Computer Systems. 

.......Game Bank.,. 

.........Art Dink.. 

No One Can Stop Mr. Domino.....AD Dink.... 

Option Tuning Car Battle..MTO. 

Over Blood 2.,......„........Riverhill Soft.. 

Pachinko Ball Shinso Oaikaiten....Nexton..„... 

Prism Court..FP$..... 

Real Robots Final Attack....Banpresto,,,....... 

Resident Evil 2 ....Capcom.. 

SatelliTV........Nihonichi Software 

V-Rally '97 Championship Edition.,...Spike..... 


GENRE 


..Racing. 

..Simulation. „ 

,.RPG.. 

.Sports......... 

..Classics_ 

..Sports.. 

. .Simula uon... 

..Puzzle.. 

,,Billiards....... 

..RPG... ... 

..Simulation... 

.Action.,,. 

..Card,,.... 

..Sports... 

..Fighting..... 

..Action. 

..Adventure 

..Simulation.,, 

..Action. 

..Racing. 

..Adventure 

..Simulation... 

..Simulation.,. 

..Action.. 

..Adventure... 
.Simulation.. 
..Racing.. 


DATE 


...1/1/9B 
.1/15/98 
...1/15/98 
..1/15/98 
...1/22/98 
...1/22/98 
.1/29/98 
..1/29/98 
.1/29/98 
.,1/29/98 
End of Jan. 
.„End of Jan. 
. End of Jan. 
..TEA 
...TBA 
...TBA 
...TBA 
..TBA 
...TBA 
..TBA 
...TBA 
...TBA 
..TBA 
...TBA 
...TBA 
...TBA 
...TBA 


January fltaki Picks 


KONAMI ANTIQUES: MSX COLLECTION VOLUME 2 

Just like its predecessor, Antiques Volume 2 has 10 nostal¬ 
gic titles: Twin See, Gradius 
2 , Legend of the Magic 
Castle, KonamTs Golf Hyper 
Sports 3 , KonamTs Billiards , 

Mischievous Athletics, Ma¬ 
gical Tree r Emperor Eager's 
Counterattack (sequel to Ye 
At KunQ Fu ), and Super Enjoy sentimental games 
Cobra . Considering how well Vlk * ***»» c ** He in Vpl ■ 2t 
Konami Antiques: MSX 

Collection and the Namco Museum titles have done, this 
will definitely be a collection to pick up. The 10 titles have 
been ported as-is, with 16 colors and three sound channels, 
Antiques VoL 2 wifi be released January 22. 



OPTION TUNING CAR BATTLE 


For me, this won the "Best Title from a Small Developer' 1 
category 1 at the Tokyo Game Show. The game is the result 


of a coordinated effort be¬ 
tween Motors posts Software 
Technical Office, the Japanese 
racing magazine Option f and 
race car driver Eiji Yamada. 
You can choose from 42 dif¬ 
ferent cars and over 1,200 
"tuning parts" to customize 
your car, which is the game's 



You get □ variety of parts 
to tune up your ride with* 


most touted feature. The 

gamepfay is very similar to Tokyo Highway Battle , and is a 
must for those who like to race or customize cars. 


OVERBLOOD 2 

This 3-D graphic adventure 
game is set in the fictitious 
U.S. city of East Edge in 
the year 2115 (20 years 
after the first Overblood }, 

The lucky hero, Arcano 

Brant, must unrave& the ov^rWood grophki sur* 
town's conspiracies and pan fho** in fhe original. 

riddles, along with the mo - - ——- 

tives behind the attempted abduction of Dr. Velter Curtis. 
Again and again, the bewildering story develops. Why 
Hayano industries conspired with the government, or what 
riddles are still hidden, are yet to be known, Overblood 2 f s 
greatest feature is that it can completely simulate space in 
polygons- If you come across a river, you can dive into it and 
swim. You can use items to freeze things, and you can 
knock down enemies. The degree of freedom you have 
with the game is extremely high. If you select one trap- 
clearing method, you have to consider its repercussions. As 
for the controls, they are as easy as pressing the direction 
you wish to go in. This world has freedom without limits, a 
high degree of control, and a totally new system- of play. 



REAL ROBOTS FINAL ATTACK 

This shooter uses robots from popular antme, such as the 
Z-Gundam and other characters from the New Super 
Robots Taisen, The player operates these mecha and fights 
against other robots. Looking at the layout of the screen, 
you'll notice it resembles a fighting game, and that the dura¬ 
bility gauge’s position on the screen has changed. Fans will 
enjoy the fact that the robot's movement and attacks are 
directly taken from the anime in which they appeared. The 
same voice actors were used as well, so the war 
cries are exactly like the anime, 4 ' 
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ome great strides have been made in the 
"Management Simulation" genre in Japan, Two 
upcoming titles, SateliiTV and The Convenience Store 
2: Develop a National 
Cham, concentrate on 
managing businesses. 

Nihonichi Software 
will release SateliiTV in 
January of 1998. As the 
president of a communi¬ 
cation satellite broadcast 
company, you must ac¬ 
quire many subscribers 
and make your company 
grow significantly. During 
the game, the maximum 
amount of channels you 
can broadcast is 1 , 000 , 

As the president, it is left 

to your judgment wheth- _ 

er you will be a giant 

broadcasting company, using all 1,000 channels, or a 
small broadcasting company, placing importance a few 
highly efficient programs. 

You have eight genres of TV shows to work with: 
movies, entertainment, sports, music, news, hobbies, 
education, and general. Each genre is divided up into 
specific shows. There are as many as 200 shows per 
genre, with fewer shows for genres such as sports, A 
director is in charge of producing of the shows, not the 
player. The game has more than 300 directors, each 
specializing in 8 certain genre. You must try to put the 


right person in the right place, making a shortcut in 
offering good quality shows. Also, various problems 
occur along the way, such as worker strikes, problems 

with show production, 
talented directors leav¬ 
ing complaints about 
the shows, and so on. 
How you respond to 
these problems deter¬ 
mines your success as 
president. 

SateliiTV is drasti¬ 
cally different from pre- 


*. ft's not easy to keep 1,000 TV channel* going in SotelliTVt 


vious simulations, consider¬ 
ing the volume of channels, 
shows, and directors. How¬ 
ever, various hints and sug¬ 
gestions, as well as efficient 
secretaries, will help begin- 


A The Convenience Store 2 needs an expert 
manager to put stores all over Japan* 


ners or light users progress through the game. 

Human has just released The Convenience Store 2: 
Develop a National Chain for the PlayStation. This game 
is the sequel to the popular The Convenience Store; 
Monopolize That Town . In the first game, you were the 


owner of a convenience store who had to decide on 
where to locate a store, hire a manager and clerks, and 
manage the store. You had to design the store's interi¬ 
or, purchase equipment for calling customers and entic¬ 
ing them inside, and create advertising strategies and 
put them into practice. 

In the sequel, you have to build up a convenience 
store chain and aim to dominate the national market. 
The game also has a "five times fast" mode, which 
cancels problems like when the number of stores you 
manage increases the managing speed decreases. 
What's more, the national map and map of the store 
interior has changed from an overhead view to a quar¬ 
ter polygonal view, Various events also 
come into play, from seasonal activi¬ 
ties to accidents. Games have been 
added to the products sold at the con¬ 
venience stores. For example, some 
products will occasionally have rare 
products (like albums} mixed in with 
them. If you collect these rare articles, 
you can receive wonderful prizes, so 
don't give up. 

The previous system of employing, 
transferring, and dismissing clerks, as 
well as setting up product prices, has 
" improved greatly. The interface has 
also become easier to understand, Despite staying sim¬ 
ple, it's a deep management simulation game. 

These two titles may never come to the U.S., but 
the ideas are definitely original. They're a far cry 
from Sim City, but they are certainly interesting. 




▲ ...When your enemy comes out, BOOM! 


Unlike traditional Japanese period- 
piece dramas, Tenchu has plenty of 
blood. Since the ninja practice a spe¬ 
cialized form of martial arts, many 
tools are at your disposal. Besides the 
shuriken (throwing stars) and fet- 
subishi (caltrops), you have three other 
tools: jirai (land mines), kanshakudama 
(fireworks}, and enmakudama {smoke 
bombs). Your ninja-to (ninja sword} is 
your fundamental attacking weapon. 
You can execute super moves with it, 
just like in fighting games, and attack 


K, ninja fans, 
its time to give 
you some updates 
on THE import action 
title of 1998: Ten¬ 
chu I It's been con¬ 
firmed that it has 
eight stages, the first 
two of which we can 
reveal. In Stage 1 , 

The House of Echigo 
has unscrupulous 
scoundrels involved 
in loan sharking scams. The evil shogu- 
nate administrator Kataoka bribes a cor¬ 
rupt merchant to hush him up. The dif¬ 
ference between this game and your 
normal "reward good and punish evil'" 
story is that you're not supposed to 


arrest Kataoka and 
the merchant—you 
must assassinate 
them. In Stage 2, a 
secret militaristic reli¬ 
gious sect has stolen 
a Spell Stone that 
has been hidden for 
ages. This danger¬ 
ous Spell Stone has 
a revengeful ghost 
sealed inside it that 
manipulates people's 
minds. The sect wishes to begin its own 
religion with this stone, and the number 
of believers has rapidly increased with 
the stone's strength. Your must recover 
the Spell-Stone. Watch out for cult mem¬ 
bers coming from all directions! 


A Sow the mines in front of the gate*** 



A This guy won't be any problem far you. 


while running. By using shinobi-ashi 
(stealthy steps), you can sneak up be¬ 
hind opponents and kill them. A 
sankaku-tobi (three-corner jump), simi¬ 
lar to the zigzag jump that Jackie Chan 
uses between two walls to scurry to 
the top, helps Rikimaru or Ayame 
climb to heights not obtainable by nor¬ 
mal jumping! 

Fans will have to wait through this 
winter for this masterpiece to arrive on 
import shelves, it will probably r \.„" , 
start showing up closer to March. 1 j—* 


i * * 44 4 *4 A A 4 4 4.4 4 4 4 4 


A 


4 . 44 ^. 444.444444444444444444 444 444444.A4AAAa.4A.A4AA444AA4.A44 F5IT1 1399 


JfiNURflY 






























fYtCJNl 







Gundam is the first Gundam game to make otaku gamers smile. The camera angles and 
quick story development not to mention one-on-one Mobile Suit battles, make this the 
best Gundam game for the PlayStation yet. The transformations for the Mobile Suits have been 
perfectly reproduced and are super-smooth. The game's tempo does not falter, and the 3-D polyg¬ 
onal graphics do not displease. 

In the "Camille" mode, the story develops along the lines of 
the TV aninne episodes. Each stage is divided into certain 
episodes, which perfectly reproduce famous places in 
the Gundam universe. For example, in the "Lining 
of the Moon" episode, the AEUG's (Anti 
Union Group) home ship, the Ahgama, has 
left Side 1 , It's headed for the moon's sur¬ 
face for more supplies while the crew 
contacts Anaheim Electronics. On the 
way, it encounters the Titans pilot, Jerid 
Messa, who flies a Galbaldi Mobile Suit, 

After battling and finally driving away 
Jerid, Camille Vidan (who stole a 
Gundam Mark II for the AEUG to use) 
and his party land and get supplies. 

They are about to take off for Earth, 
where the Titans will make their second 
surprise attack. However, Jerid gets into a 
Marasai Mobile Suit and again squares off with 
Camille. The second round begins with the moon as 
the stage for battle. 

There are two Vs. modes, against the computer 
or another player, You will receive the corresponding 
Mobile Suit for whichever character you choose. The 
game has 18 Mobile Suits altogether, including Gundam 
Mark l! f Z Gundam, and Psycho Gundam. Mobile 
Suit Z Gundam is a must for all Gundam fans. 


4 Z Gundam says "My Beam Rifle weighs a ton!" 


4 Watch out for those missiles... 


A Tajik about your dose 


4 Camille Vidan 
{left] and Quottro 
Safina [right] are just 
2 of the pilots you 
can choose. 
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Even though the PlayStation is clearly the 
best videogame console on the planet it's 
still going to have its share of clunkers. 
Don't worry, though—you're armed with 
PSM, so you'll always know the score! 



rhis rrmmh's new games, professionally resred 
by Che world's besr playsrarion reviewers 


This Month's GaiyiesS 

NCAA Gamebreaker '98... 


Ceasar's Palace.. 

.-pg 24 

Bug Riders.. 

. pg 24 

NBA Live r 98.... 

.pg 24 

Arcade's Greatest Hits Vol. 2. 

.pg25 

Monster Rancher.,.... 

.........pg 25 

Courier Crisis.... 

.P9 25 

Critical Depth ...p.. 

ikiditJiaP^j 26 

Frogger. 

.P9 26 

WCWNitro. 

.pg 26 

Narrtco Museum Volume 5...,_ 

. pg 27 

Command & Conquer; Red Alert.. 

. pg 27 

StarWars: Masters of Teras Kasi... 

.pg 27 

Skullmonkeys... 


Spawn the Eternal... 

...pg 28 

Vs.... 

.........pg 28 



The f5IYl -Rating Scale 

e here at PSM want you to know that we take 
our reviews very seriously. Just like you, 
we r ve been burnt before by bad games (and these 
days, it ain't so easy to get the store to take 'em 
back!). So when we sit down to review a new title, 
we look at it like this: if we had just shelled out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? 

To summarize a game's overall worth, we use the 
traditional "five-star" ratings scale. If we give a game a 
full five stars, it's our guarantee that you can't go wrong 
with it, so go out there and pick it up! 



UJH-HT THE flflTINGS MEAN! 


0 

o 

© 

0 
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A PlayStation classic that no fan should be wrtfi- 
out A can t-miss game, no matter who you are! 

A really well-done game. If you're a fan of the 
genre, you should definitely check this one out 

A pretty good game, ft has te share of rough spots, 
but some redeeming qualities, as well. 

Maybe worth a quick look if you're a diehard fan 
of the genre or N cense, otherwise, don't bother. 

Dent even make eye-contact with this one—ft's 
not worth a second of your time. 


NCAA 

Gamebreaker'98 


Sony CEA Sony Interactive Studios 

Sports T-8 K-A 1 




f Gamebreaker W were a kid in your class, he would have everything 
you wanted and everyone would say he's spoiled rotten. After all, inher¬ 
iting the Gameday W polygonal engine is a dream no sports game can really 
hope to achieve, 

Just a year ago, the entire industry boldly believed a polygonal football game 
couldn't be done on a system like the PlayStation. Yet Gameday '38 made believ¬ 
ers out of a lot of people, Now, a few months later, the geniuses at Sony 
Interactive Studios have used the polygonal engine 
to make a football game that's even better The 
players have more detail, the textures are 
smoother, and the play is astonishing. The 
biggest difference between GD '98 and GB '98 
has to be the ability to pick off a pass. In GD '98, 
the Al was impeccable and the play was incredi¬ 
bly real, but intercepting a pass was nearly 
impossible, In GB W f if you position a defensive 
back correctly and time the catch, you can actu¬ 
ally pick off a pass. Throw in the extended col¬ 
lege playbooks, every Division I team, season 
ending awards, a play editor, and the triple option, 
and what do you have? The best-playing, best- 
looking football game available—anywhere. 

The play editor isn't incredibly detailed, but 
combined with on-the-fly variations and three dif¬ 
ferent playbooks, it gives GB '98 more plays than 
the rest of the competition put together. All of the 
difficulty levels offer new challenges, as does picking a smaller Division 
team, meaning the game has plenty of challenges for every player. 

The running game is even better than Gameday, with clear holes 
opening up and then dosing as a linebacker fills. The variety of 
defenses also challenges the player's ability to read a defense, 
and can cause confusion to even the sharpest of gamers. 

Sure, /VCMfrom EA Sports offered a cool Dynasty mode, but 
what it didn't offer was a realistic playing environment, intelligent Al, 
and a game play experience that will be hard to surpass. All in a If GB '98 
is an exceptional game, and one that college football fans and sports 
gamers in general must have. 

The graphics m mmm , even be™ than Smutr's 
The concept is minr fqdtball at its best 
The music is marching band fare 
I'll PLAY IT THROUGH SEVERAL SEASONS 


The grophkj in G<*mehreaJker *98 ore even 
better than tn Gameday 98 aind on top of that, 
the gome play kicks! 


PSM Final Score: 

Qmmum W eclipses Embay W to 

BECOME THE BEST-PLAYING 0001111 GAME IN TOWN 
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Caesars Palace 


interplay eveloper Beam Software 
1-2 2 Rating K-A Gambling 



Caesar 's Palace sports some great graphics, but it should 
have included o few more gambling games. 


f youVe ever made it to Vegas, you'd know 
there's more to gambling than the five common 
games included in Caesar's Palace for the PlayStation. 
This game reduces the fun of gambling to lifeless rounds 
of baccarat blackjack, craps r slots, and roulette. Half the 
fun at casinos is in walking the floor—seeking out the 
best, the luckiest, the most happening tables around. 
Caesar's Palace offers just a single table at each game 
and three unexciting slot machines. Taking even more 
away from the atmosphere is an uninspired interface. 

The developers use the PlayStation's high-resolu¬ 
tion mode for the highest detail possible, but they kept 
the graphics tiny—good luck trying to read your hand, 
Thankfully, the friendly dealers will gab away, letting 
you know what cards you hold and how much you 
should bet. This is nice, but it doesn't do much for the 
game's realism. If you're looking for that authentic casi¬ 
no feel, you're not going to find it in this version of 
Caesar's Palace. 

On the positive side, Caesar's Palace has decent 
FMV tutoring from Wit Shnner. As confusing as a game 


like baccarat is, this guy brings the complexity down a 
few notches. St's also good practice to hit the virtual 
tables before you make the trek to Reno or Atlantic City, 
and for what it's worth. Caesar's Palace eases the 
embarrassment for newbies who have never stood in 
front of a real roulette wheel. 

But when it boils down to it, there's no adrenaline 
rush when you hit it big. Face it, there's no real money 
involved, and you know you're not going to lose your 
shirt when you lay it on the line, This just isn't nearly as 
exciting as the real thing. Casino games have always 
been a shaky genre for videogaming, and Caesars 
Palace does nothing to change this conclusion, Pass. 

► Looks uke the least popular casino around 

► Sounds like no- casino I've ever visited 

► The concept just doesn't work 

► I'll PLAY IT JUST TO FINE-TUNE MY BLACKJACK SKILLS 

PSM Final Score: 

A DECENT GAME, BITE 1 W\m RATHER GO TU A REAL CASINO 



Bug Riders 

Fublishi GT Interactive ilof rvSpace 
Racing K-A Players 1-2 Discs 1 

T Interactive tried to shake up the recent influx 
" ** ■ of PlayStation racers by adding a little more vari¬ 
ety and originally into the mix. Whal it failed to do is 
include the fun, Bug Riders is a waste of a development 
effort, and a waste of time to play. 

The race takes place on huge bugs that you ride— 
hence the title. The whole idea is just silly: you race 
around on these massive insects against other guys rid¬ 
ing different insects. The bugs are stubborn, so you'll 
constantly need to whip them to gain speed...animal 
activists should probably stay away. 

Storyline aside, the game is just plain bad. Because 
the track twists and turns up and down so much, it's 
incredibly difficult to see where you're going. It doesn't 
help when the direction markers blend with the back¬ 


ground. What's more, the game just doesn't give you 
any sense of flight—it feels like you're sliding more 
than gliding. 

It is simply a mediocre racing game with an even 
worse two-player option, Usually, even the crappiest 
games redeem themselves a small bit when they 
include a second player option, Not so with Bug Riders. 
If you thought the visibility and control was lousy in the 
single player challenge, don't think they improve when 
you race against a buddy. The graphites, the control, and 
the framerate all suffer even more when the game hits 
the split-screen modes. 

The concept itself—a bunch of medieval knights rid¬ 
ing around on mutant insects — just feels like a cheesy 
ploy to create a whole tine of cartoon shows and action 
figures. Thankfully, this horrible game does nothing to 
make the license shine, so don't think you'll see these 
guys on the Saturday morning liineup anytime soon. If 
you see this game on your desk, squash it. 

► The graphics are plain vaniu ► The concept begs for merchandising 

► The music a bold yetfdrgettaele ► I'll play it if I want tube annoyed 


PSM Final Score: 

It's time to cmi the exterminator 


a Zipping around an a huge, uncontrollable beetle doesn't 
sound like a fun time. And it isn't. 




NBA Live ‘98 


EA Sports EA Canada 

Sports/Basketbalf 1-B K-A 1 





of difficult. On the one 
the most in-depth sports 
»re stats, features, play modes, 
than you'll ever need. The on- 
great feel to it, with solid, 
smooth-moving polygonal players and a quick, crisp feel 
to the shooting and passing. In this area, E A 

improved leaps and bounds over mot 


Live V8 also 


Despite the new emphasis and 
control given to dunks, everyone 
still has the same three or four, 
The supposed "Handcheck" 
button actually shoves the player 


down, and is ultimately worthless. The Auto Subs fea¬ 
ture will leave fully recharged starters on the bench, and 
will call your time-outs for you at inopportune moments. 
Too many wide-open shots are missed, with an insane 
number of missed layups and blown dunks. Defending 
the passing lane is worthless, because 99% of the time 
the ball will just pass right through you. Opponents com 
stantiy shove you over and take the ball with no foul 
called, even on the strictest foul setting. Finally, it's way 



a The polygonal players in live 98 moke for same of the 
best graphics ever In a sports game. Check out Scotty's mug! 




too difficult to block shots or rebound the ball, because 
no matter which camera you use, it's too hard to get 
lined up just right. In those instances, EA should have 
made it so that your player automatically leaps towards 
the ball when you jump. 

Having said ail that, Live '98 has an equally long list of 
good points, which gets us back to why this game is so 
hard to rate. The action feels great, and the game is 
loaded with stats and other cool extras, but the many 
bugs keep you from ever fully enjoying the parts that EA 
got right. One minute you're loving the game, the next 
you're hating it. At least this much can be said for sure— 
when you play Live W f you really get the feeling that a 
lot of time, thought, and effort went into it. Hopefully, EA 
will be able to build upon the parts that it got right for 
next year's game, while ironing out the wrinkles, 

ft The graphics are about as reaustic as you can gh 
► The music is some of the best ever jn a vhheame 

T TE CONCEPT B GOOD; m OF NEW IDEAS AND FEATURES 
I'Ll PLAY IT UNTIL I FIND A MQRE EVEN HOOPS GAME 

PSM Final Score 

Plenty of good, ent sgme bad, tod 
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Midway Presents Arcade's 
Greatest Hits Volume 2 

Publisher Midway Develops Midway 
Type Classics Players 1-2 Discs 1 Rating K-A 

idway Presents Arcade's Greatest Hits Volume 2 
is a goodie-bag of gaming nostalgia and night- 
It sports some really cool titles from the dawn r 
welt, more the "early morning" of the videogaming age. 

Moon Petrol is the game that brings the memories 
flooding back. This simplistic, horizontally scrolling 
shooter, in which the player guides a little moon buggy 
over a hazard-packed landscape, is really fun. The graph¬ 
ics are horrible by today's standards, but garneplay-wise 
it still provides an engaging diversion. 

The next offering. Blaster, is a truly dreadful title that 
wasn't much even when it first appeared. It's sort of a 
weird 3-D shoot 'em up, but the drunken pixels that swill 
around the screen masquerading as graphics are simply 
abysmal. It definitely should have been left to rot. 
Burger Time is a genuine, bona fide classic. In this 
simple platform game, you guide a chef around, creating 
giant burgers and attempting to squash the living condi¬ 
ments that pursue you. Burger Tsme is a Jot of fun, and 
you'll be humming the music for days. 



mares. 



/Hoon Patrol is a true arcade classic, and certainly one of 
the best games in Midway's Greatest Hits Volume 2. 


Joust 2 is up next, an obscure sequeJ to the classic 
Williams title. Despite always being underrated, it's the 
best game here. Root Beer Tapper follows closely 
behind, another entertaining game, it gets repetitive 
after a while, but if you're up for the ultimate test of 
hand-eye coordination, RBT will show you how good 
you really are. Splat like Blaster, is another weak link in 
this collection. It's an oldie that should have stayed in the 
vaults. It’s just lame. 

Spy Hunter, the final game, is a top-notch classic, it's 
tricky playing it with a controller (rather than a wheel and 
pedal), but persevere—it's a great game that really 
needs to be brought up to date, 

All in all, this is a decent collection, There's two lame 
games in the mix, but they're offset by some true 
greats. If retrogaming's your thing, Arcades Greatest 
Hits Volume 2 will definitely hit the spot. 

The graphics are mu another m 
► The sum is also from another ace 

The nmcEPT is a urn olttoateq 

Til PLAY li BECAUSE SOME OF THESE GAMES ARE CLASSICS 

PSM Final score: 

SMmtS.SDMEDMGS.WA 
GDDS CDLliCllDN NEVEHIHHiSS 



Monster Rancher 







The graphics ore cute and simplistic, but Monster Rancher's 
rent appeal ties in its engrossing, high-caliber challenge. 


Tecmo Tecmo 

Life Simulation 1-2 K-A 1 

C apitalizing on the success of the virtual pet craze 
that has found a home in the Up¬ 
market, Tecmo decided it was as good 
a time as any to bring over it: 

Japanese hit Monster Rancher. The 
premise of the game is clear; cre¬ 
ate your own monster Iron' any 
CD, then nurture and raise it to ful¬ 
fill all the requirements of a Master 
Breeder of monsters. It sounds 
simple enough, but like any good 
resource management game, it isn't 
as easy as it appears on the surface. 

3n addition to simply creating a monster, you'll have 
to spend countless hours (if not days) training, fighting, 
and working your creature to develop its unique 
strengths. The training courses are most important to 
your monster's growth and to enable it to progress in 
battle circuits, This will entail hefty costs, and you're lim¬ 
ited by the monster's life span, This will force you to 
breed new monsters or combine former monsters to 
find the "perfect blend." It'll take more than one simple 
monster to become a Master Breeder.. 

The real allure of Monster Rancher lies in how it 
immerses you into its fictional universe. You'll find your¬ 
self experimenting with different monster cross-breeds, 
pursuing rare items that will help boost your monster's 
stats, or even taking him on an occasional expedition of 
foreign ruins. The result is an addicting game filled with 
infinite possibilities. The ultimate goal is never just a step 
away— you'll have to hone your breeding skills, spend 
your cash wisely, and uncover all the secrets to become 
a Master Breeder. The coolest thing about this process 
is that the game is so engrossing and entertaining that 
you probably won't mind it a bit. 

Tecmo seems to have created one of the more per¬ 
fect life sims around, and if you're up fora little diversion 
in gameplay from the regular shoot 'em ups or the jump 
VT runs, Monster Rancher cornels highly recommended. 

Looks ljke a rju-couja Tamahjtuw 

SfMDE liKE A RIPETTflVE. BUT COTE CARTOON SCfflE 

The concept s defimfiry dnhr-kinc 

I f Ll PLAY IT tim I MAKE THE PERFECT MQNSTB? 

PSM Final Score: 

A UNHITCH, CHALLENGING TREAT 
\ IF YOU'RE LEAKING FDR SOMETHING DIFFERENT 






Courier Crisis 

GT Interactive New level Software 

Type Action Players 1 Rating K-A Discs! 

O he idea of a game based on the hazardous and 
excihng world of the bike messenger is really 
good. It's easily one of the more dangerous and thrilling 
occupations out there. Too bad GT Interactive's Courier 
Crisis, based on this fringe world, is so poor. 

The gameplay centers on riding your bike around a 
city, collecting and delivering packages to their respec¬ 
tive destinations, And while dodging cars, kicking dogs, 
ana beating up pedestrians, you're also racing the clock. 
Courier Crisis plays a lot like ESPN Extreme Games (one 
of the first PlayStation titles), only worse. You're on a 
bike, you can kick and punch, and you can puli off mini¬ 
mal tricks when you catch air. Loudmouth clients also 
heckle you during the entire game. It sounds great, but 
the dismal control and pathetic sprite-based graphics 
really take away from the game. 



Taking out drunks wEHi your bike on your way to the 
next pick-up is possibly the only Fun to be Fiad in GT's disap 
painting new game. 


Control ing your bike is more frustrating than fun, 
even with an analog pad. The bike's animation is weak, 
as well The wacky pedestrians that get in your way are 
funny at first, with pimps, hustlers, hookers, and old 
ladies to hassle, but it wears thin after a while because 
they are also poorly animated. Some of the more sadis¬ 
tic gamers out there may like running over small chiIdren 
and old radios, but that's no reason to buy a game. 

Courier Crisis has plenty of levels to play, but each 
looks and feels like the next. Even the different areas 
look similar, with only subtle differences. For example, 
the Skid Row area has dogs that try to bite you while the 
Waterfront area has crabs that try to pinch you. There is 
little innovation here. 

If this was one of the first-generation games that 
came out at the system's launch, it would be barely 
passable. Now that we are in the middle of the third gen¬ 
eration of PlayStation titles, Courier Crisis \ust can't hob 
a candle to the other awesome games out there. 

* The graphics are worse than firsi-gmatidn games 

► Tut s PRETTY □□□□ SKATE RDEK 

► Tic mrm is great, the execution is poor 

► Fli puy n if I'm forced id 

PSM Final Scdre: 

A GREAT IDEA GONE TO WAST* 
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Critical Depth 

Publisher GT Interactive D Singletrac 

Shooter Pi a 1-2 lating K-A Disrs 1 

D wisted Metal and its sequel have been two of 
the best selling titles of all time for the Sony 
PlayStation, so it was natural for Singletrac to try and caj> 
italize on this concept once more, The result is a title that 
looks and plays so much like its predecessor, it lacks a 
real soul of its own. 

Critical Depth is essentially Twisted Metal underwa¬ 
ter. Instead of uniquely designed automobiles, this game 
features wild submarines, Players can join the action as 
fanatical environmentalists, money-grubbing mercenar¬ 
ies, or bold adventurers in their own specially designed 
vehicles. From this point, a battle begins to be the first 
player to recovers five energy pods, by any means nec¬ 
essary, The means at your disposal include exploration, 
piloting skills, and cutthroat warfare. The arenas are large 



Waterworid meets Twisted Metaf in GT f S Critical Depth. 


and well designed, inviting players to explore the envi¬ 
ronments and find the pods before others do. The con¬ 
trol is intuitive, which allows players to concentrate 
directly on where they are going. Unfortunately, the 
weapons interface is not designed as well, making it dif¬ 
ficult to line up enemies for a prime shot. 


While the gameplay :s acceptable, the graphics and 
sound really hurt Critical Depth s overall score. The are¬ 
nas are designed well from a gameplay standpoint, but 
the environments are bland, and the texture seams 
stand out. Likewise, the special effects are substan¬ 
dard—explosions and weapon effects else it more yawns 
than yahoos. 

The twoplayer mode is where the game truly excels, 
with vicious action against a real opponent. In the end, 
however, Critical Depth ends up looking like a cheap 
knock-off of Singletrac's previous titles, and will only sat¬ 
isfy the most loyal Twisted Metal fanatic. 

► The concept is TwmrMmuwtmm 

► The graphics are adequate, but nothing more 

► The music is better than the sound effects 

► I’ll PLAY IT WHEN I CAN'T WATT FUR TM3 *NY LONGER 

PSM Final Score: 

Only mum Twistid Mnu fans will embrace this game 



Frogger 

Hasbro Interactive Platform 1-4 

Hasbro Interactive K-A 1 



The control 1 in Frogger is so poor tbqt death is always just 
around (he corner. 


bad game can be truly frustrating, but an awful 
game like Frogger can almost sap your will to 
live. Many gamers, including us here at PSM, were look¬ 
ing forward to the first 32-bit version of this old arcade 
favorite. The simple yet addictive gameplay of the origi¬ 
nal promised the possibility of a great PlayStation update. 
Unfortunately, Frogger is not only a major missed oppor¬ 
tunity, it's also a title that mars the warm memories of 
the original. 

Frogger's problems are nearly endless, but none are 
as critical as the clumsy control. Players can only move 
their frogs in four basic directions, and in only one length 
of jump. This imprecise control was obviously modeled 
after the original game, but it r s completely frustrating for 
those used to modern videogame controls. 

Players will also find themselves trapped in situa¬ 
tions with no way out except death. A well designed 
title makes players feel that every time they die, it was 
their own fault. In Frogger players are often trapped 
with no hope of escape, their game cut short by poorly 
designed puzzles, 

These problems are made even more evident in the 
multiplayer mode. The split-screen graphics are dis¬ 


played from the same camera angle as the single-player 
game, This reduced field of view essentially makes the 
game even harder than before. 

Level design is another area where Frogger fails well 
below par. Players are dropped into environments with 
no clue about what they are required to do, and the 
graphics offer few visual hints that tell them where to go. 

While the camera can be turned in four different 
angles, Frogger would have been immeasurably better if 
players were able to see a wider view of the action. 
Besides a solid use of sound and decent music, little or 
nothing was done correctly on this title. In the end, only 
the most sadistic gamers would ever want to torture 
themselves with Frogger. 

► The graphics are somewhat cartdqny 

► The music is the only □□□□ part of this tme 
* The concept of Frogs st in 3-D deserves much mure 

► IU PLAY IT OMLY AS AN ALTERNATIVE TO FjffiASm FtM 

PSM Final Score: 

A KCEHT CDHCEPT. BUT IT SHOULD 
HAVE BEEN HANDLED MUCH BETTER 





WCW Nitro 

Til isrier THQ ;velo|it Inland Productions 

Type Sports Players 1-2 Rating K-A Discs 1 


restling videogames always try to portray the 
sport as brutally as it seems on TV. The unfortu¬ 
nate thing is, nobody ever seems to reach 
the potential professional wrestling has 
for the videogame arena. And WCW 
Nitro from THQ is yet another title that 
doesn't fully hit the mark, 

This game is a 3-D polygonal 
brawler featuring all the major 
WCW wrestlers, like Hollywood 
Hogan, The Giant, Randy Savage, 

Lex Luger, and more. WCW Nitro 
has 16 different characters in all, 
and each comes fully loaded with 
their signature moves and taunts. 

Still, this game suffers from a problem 
that has almost infected the entire 


Now you can learn to pull off piledrivers and body slams 
without actually killing someone. 


Gameplay is nothing more than seeing how fast 
can pound on the buttons, which basically takes any 
out of the competition, The controls are a bit con¬ 
fusing as well, and should have been more intuitive. 
And the game's execution of commands seems to 
have a quite a bit of delay. These are major problems, 
but gamers can adjust to them if they really want to. 



One really cool feature of WCW Nitro is its goofy 
Surprise Attack factor, Another wrestler could randomly 
jump in the match at any time to double-team whomev¬ 
er he chooses. It's pretty cool to hear "It's a surprise 
attack!" and see one of your buddies show up to help 
you in a bout It's not such a good thing when they team 
up against you, but it's still a neat idea that's never been 
used in a wrestling game until WCW Nitro. 

kVCl/VMfrowill probably sell extremely well, and per¬ 
haps it deserves to. It has some new elements that fans 
will probably be interested in, but it should have had 
more. The surprise attacks are the only really new thing 
WCW Nitro brings to the arena. If you love wrestling, 
then this title will tide you over for awhile. Just don't 
expect too much, and you won't be disappointed. 

The graphics portray wrestlers faithfully 
The sound is rather ufeless 
• The concept needs more innovation 
I'L l PUY U ONLY IF! DON'T OWN WCW VS. M WORLD 


Antor wrestling game that needs mure innovation 


PSM Final Score: 
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Namco 

Museum Volume 5 


Command & Conquer: 
Red Alert 


Star Wars: Masters 
of Teras Kasi 


Publisher Namco veto Namco 

Type Classics Players 1-2 Discs 1 Rating K-A 

a porting a quintet of titles from the mid- to late* 
80s, NM5 has the usual Museum collection of 
hits and misses. However this fifth and final addition to 
the series doesn't exactly feature "classic" titles— 
they're just...old. The best-known title is Dragon Spirit 
an up-lhe-screen shooter in which the payer controls a 
dragon on a mission to destroy everything in its path. 
With its still-pretty-cool graphics and hefty power-up 
weapons, it's by far the best of the bunch. 

Metro Cross is also in there, a bizarre title that never 
really made it big in the arcades. The player controls a 
runner who races along a futuristic,, horizontally scrolling 
environment, attempting to pick up items while avoiding 
hazards. The graphics are weak and the gameplay is 
vaguely interesting so it doesn't take long to realize 
you're playing an average game from a decade ago. 



A PocMama is probably the best game in this collection, bur 
Namco Museum 5 is still not worth the cast of admission,. 


PacMama is more fun, It's basically an isometric, 3-D 
version of the original PacMan. The graphics aren't too 
bad, and the game follows the time-old dot-eating con¬ 
cept that made the original such a joy to play. Even so, 
after a few sessions it all gets a bit dull. 

The other two titles are really obscure. Baraduke is 
an odd 2-D affair in which the player guides a space-suit¬ 
ed man on a trip to the bowels of the Earth, destroying 
all the creatures that get in his way. Legend of Valkyrie 
is a mythological action title that features reasonable 
graphics, but it provides only a short burst of mild fun 
before getting boring. 

NM5 is a frankly weak selection of oldies that offers 
a bit of fun., but none of the true nostalgia and classic sta¬ 
tus of the earlier Namco collections. Naturally, if you're 
an arcade addict who loves stuff like this, you won't care 
what we say. But anyone else wi I find these basts from 
the past more like damp squibs from yesteryear. 

► Th GRAPHICS COOK TEN YEARS OLD. AND THEY ARE 

► IHT SOUND ES PRETTY AWFUL BECAUSE IT'S TUI YEARS OlD TOD 

► The concept is a cdllec™ of old arcade games 

► i r Ll PLAY IT TO PROVE THAT THE GOOD M DAYS WEREN'T ALWAYS SO GOOD 

Final score: 

A COLLECTION CF FIVE OLD ARCADE GAMES ^ fj W 
THAT WEREN'T EVEN GREAT IN THEN TM. 



You can play as either the Allies or the Soviets in Virgin's 
great Command & Conquer port, Red Alert. 


Virgin Westwood Studios T 

Strategy 1-2 (with link cable) 2 


#— ommand & Conquer: Red 
Alert is what the first CStC 
port should have been. You get all 
the missions, options, and units 
found in the PC version, as well as a few extras. 

For those not familiar with the series, C8tC: Red Alert 
is a real-time strategy game in which the gamer can play 
as either the Allies or the Soviets. By carefully balancing 
resources with weapons creation, you must wage war 
against your enemy (the other side). The single-player 
mode challenges you with a variety of different missions, 
ranging from simply killing all the enemy troops in your 
area to taking over an enemy base. In the multiplayer 
mode, via the link cable, you just try to completely 
destroy your opponent's troops. 

At the start of each game, you are given a set amount 
of credits to use to build up your vehicles, buildings, and 
troops. Each unit has a strength and weakness to it, and 
this is where the game's brilliance shines through. 

A Soviet tank may be useful against the Allies' trans¬ 
port, but the Allies will have a vehicle that is useful 
against the Soviet tank. It is this paper-rock-scissors style 
of gameplay that makes the title so unique. Gamers will 
be immersed for eons trying to figure out the best strate¬ 
gies of attack, in fad, Red Alert requires you to have a 
strategy for everything, including money management. If 
you run out of money you are pretty much screwed. 

If you don't have access to two PlayStations, you can 
play against a computer-controlled opponent in the skir¬ 
mish mode. This is a great way to get in some practice, 
and it definitely adds to the replay value. For those who 
have every PlayStation peripheral Red Alert evens sup¬ 
ports the mouse. 

Take all that and combine it with a hard-hitting sound¬ 
track that won't quit, and you have the best real-time 
strategy game available on the PlayStation. If you are 
even a remote fan of the genre. Red Alert definitely 
deserves a place in your collection. 







The graphics jure clean but low-hes 
The music is some of iw EOfflET eves 
The concept leads the sttjategv genre 
I'll play it adoctvely 

PSM Final Score: 

One of m best strategy games available on a console system 



hi LucasArts LucasArts 

Type Fighting Rating T Players 1-2 Discs 1 

D he main problem with making a Star Wars fight¬ 
ing game is trying to make it true to the movies. 
It seems that this game simply started out as a discus¬ 
sion about who could beat who in the Star Wars uni¬ 
verse.. and then spiraled out of control. 

You have a total of eight initially playable characters, 
rangmg from Luke Skywalker to Boba Fett r and they all 
have their own unique collection of special moves and 
attacks. Much like the super meters found in other fight¬ 
ing games. Masters of Teras Kasi has a power bar that 
gets built up with each attack you perform. When it 



Master* will probably have a tough lime competing with 
the PlayStation's other fighting titles. 


reaches a certain point, your character can pull off a spe¬ 
cial "force'' attack that will inflict large amounts of dam¬ 
age upon your opponent. Masters of Teras Kasi also fea¬ 
tures a Stun Meter, which is seldom seen in fighting 
games. If you gel hit too many times, you become 
stunned and open to your opponent's attacks. 

To its credit, Masters of Teras Kasi is probably the 
fastest loading fighter available on the PlayStation, with 
only about a three-second wait between matches. Also, 
the ability to pull out and put away your weapon at any¬ 
time is rather innovative, and will probably be seen 
again. The overall fighting system is decent and confi¬ 
dently combines Street Fighterdsh moves with some 
Toshinden-type attacks, easing the games learning 
curve. There are too few combos, however, and those 
that are included rely more on memorization rather tnan 
actual skill, 

Basically, Masters of Teras Kasi is an average polyg¬ 
onal fighting game with a few cool elements, but that's 
about it. Had it been released a few years ago, Masters 
of Teras Kasi would have been hailed as a brilliant title. 
Nowadays, it probably won't oe able to hold its own in 
this competitive genre. Hard-core Star Wars lovers may 
decide to pick it up just for the fun of it, but most gamers 
should wait for Tekken 3 and Dead or Alive. 

The graphics look great when they aren’t mgying 
* The music, comes strajgkt from the trilogy 
► The concept needs a bit of work 

Til play it only if I'm a crazy Star Wars not 

PSM Final Score: 

Ah average game nut worthy of the Sox Kte franchise 
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Skullmonkeys 

Electronic Arts Platform disc. 1 
Dreamworks Interactive T 1 

ased on the characters introduced in Dream¬ 
works' PC game, the Neverhood Chronicles r 
Skullmonkeys continues the adventures of our hero r 
Klayman, in his never-ending fight against the evil Kogg. 

The story unfolds as Kogg falls onto the planet 
Idznak, home to the Skullmonkeys. Taking advantage of 
their brainlessness, Kogg convinces the Skullmonkeys 
that he should be their leader and that they should help 
him take over the world, Luckily, one Skultmonkey con¬ 
tacts Klayman about Kogg's evil plan. 

As far as game play goes, Skullmonkeys is as sim¬ 
plistic as you get. It has every typ'ca ; platform element 
you can think, of, from bouncing off enemies heads, to 
moving platforms, to scattered power-ups. Skullmon¬ 
keys has more than 120 levels to explore, split up into 20 
different episodes. Each episode takes place in a partic¬ 



Sony CEA Sony Interactive Studios 

Type Action/Adventure Rating M Players t Discs 1 

hen PSM heard Sony was going to be creating a 
lindittJ 3-D action/adventure game based on the Spawn 
license, we were extremely excited at the possibilities. 
And since the whole project was going to be fully sup- 
ported by Todd McFarlane, Spawn's creator, we just 
knew it had to be great. Unfortunately, things didn't turn 
out quite as we had hoped. 

Combine Tomb Raider and Fighting Force , and you 
have the basic idea of how Spawn plays. It has four dif¬ 
ferent levels splst up into separate sections, but you can 
only go through them in a particular order. Each level 
reflects a particular time period and contains a specific 
selection of enemies. The puzzles are pretty standard; 
they involve finding items and using them in a particular 
place or activating different control panels to open 
locked doors. When you approach an enemy, the cam¬ 
era swings to the side and the game becomes more like 



THQ Polygon Magic Inc, 

Fighting 1 or 2 T t 


V 


s. Is THQ's first attennpt at a PlayStation fighting 
game. The game has a total of sixteen charac¬ 
ters, grouped into four gangs, and each uses a specific 
fighting style such as karate, kung fu, or wrestling. The 
controls am pretty straightforward, except for the addi¬ 


tion of a innovative parry/sidestep button. This command 
lets you reverse your opponent's attacks or simply step 
out of the way. Blocking is no longer the optimum thing 
to do, as a good reversal can leave your opponent wide 
open for a few free hits. 

Overall, l/$, is a good first attempt at a fighter, and it 
only has two main problems. First and foremost, the 
game plays just a little bit stiff. Considering the high 
framerate (60 fps) and the motion capturing, the charac¬ 


ters should have moved a little bit cleaner ft's not that 


they move slowly, it's just that it doesn't seem like 



Just like Mario, Klayman defeats his enemies by jumping 
on their heads—your standard platform attack. 


Needless to say, this unique look may be what the title 
needs to separate it from its competition. 

The only real problem with Skullmonkeys is its repet¬ 
itive nature. You'll often wish you could just skip ahead to 
the next level. Fortunately, trie humor and the clever 
FMV cut scenes help break up the monotony a little bit. 
The game also has many little surprises that wi I keep 
you coming back for more, and the comedy is great. 

If you're looking for a light-hearted game with dead- 
on controls, then look no further. Skullmonkeys has a lot 
of enjoyment to offer. It may be a bit too simplistic for 
some of the more hard-core gamers, but the casual 
PlayStation owner will easily enjoy the classic gameplay 
mixed In with the cartoony zaniness 


ular part of the planet, such as the snowcapped moun¬ 
tains, the jungle, or the sewer system. 

While Skullmonkeys may not win any awards for 
gameplay innovation, the graphical look of the title is 
something different altogether The entire game, includ¬ 
ing the characters and backgrounds, were painstakingly 
built out of day and then digitized for the game, 


The graphics are like a claymatidn TV special 
The music comes from the jungle 

► The concept at ns SHIEST 

► I'll play it because it's funny 

PSM Final Score: 

A simple platform hue that's both fun and funny 



a polygonal fighter. You have a set of standard punches 
and kicks to use, and if you find the hidden power-ups in 
the levels, you can pull off some cool special moves. 
Spawn can also sidestep using the LI and L2 buttons, 
which often comes in handy. 

Still, even w f ith these interesting gameplay elements, 
Spawn ends up being a lackluster title with some serious 
problems. First and foremost, the levels are bland and 
simply look ugly. The textures are extremely grainy and 
the layout of the levels is uninspired. Switching to a side 
view during the battle sequences was a neat idea, but 
the actual fighting isn't much fun. And while Spawn does 
have a few special moves at his disposal, you can easily 
take out most enemies with his simple three-kick 
combo. That pretty much defeats the whole purpose of 
the special moves. In a lot of regards, this game is pret¬ 
ty simplistic. Run around, fight a thug, run around, acti¬ 
vate a switch, run around...you get the idea. 

It seems that the developers of this title were more 
interested in cashing in on the whole Spawn franchise 
than making a quality product. If you are a huge Spawn 
tan. you may get a few minutes of joy out of this $50 pur¬ 
chase. Otherwise, don't even bother. 


The graphes are extremely dark and lack detail 


The music is mostly nomexistemt 
- The concept is extremely flawed 

* I’ll PUY ff ONLY IF I LOSE A BET 



Explore subways and oilier mediocre locations in Spawn 
the Eternal. 




enough actual frames of animation are going on. 
Basically, you get fast movement that is a bit 
jerky. 

The second point lies in the actu 
al character designs, which are 
quite forgettable. Polygon Magic 
spent so much time trying to 


make the characters different that it ended up making 
them unlikable. How long will anyone want to play as 
a pimp? It's fun the first couple of times, but in the 
end, you can't treat the game seriously. 

Even with these faults, Vs. is still a fun game 
to play. It just doesn't have the "shine" to make it 
one of the top titles in the genre. What is does have 
is extremely fast gameplay, an alternative soundtrack, 
and a reversal feature that you won't see anywhere 
else except in the upcoming Dead or Alive game. If 
you are sick of the more traditional polygonal fight¬ 
ers, then give this one a try. It may not completely 
wow you, but it does have a unique feet all its own. 


The graphics are pretty standard 
The concept shows a lithe innovation 
The music is 10Q% alternative rock 
I'll puy it only because I uke fighting games 


Mia, the female rave Bl, is actually based on 
a real person Hie character designers know. 


PSM Rating: 

An average fighting game that has just 


ENOUGH INNOVATION TO WARRANT A LOOK 
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Ever wonder how games of the past would do compared to today's latest 
hits? Wonder no longer, as PSM has gone back, and dug out some of the 
PlayStation's classic games. We've replayed them to see if they still have 
what it takes to be number one, and then rescored them to today's standards. 
How did they compare? Read on and find out. 


Road Rash 

Type: Combat Racing 
Publisher: Electronic Arts 
Developer: Electronic Arts Studios 

Release Date: 12/29/95 

Road Rash combines arcade-style motorcycle racing 
with an added combative element. As you are racing 
along, you can use punches and kicks to knock the other 
drivers off their bikes. This was a unique idea at the time. 
The arcade feel of the game enabled gamers to quickly 
learn the fundamentals, and the cool music and FMV 
segments were extremely well done. 

Road Rash still deserves a little praise these days, but 
that's about it. Age has caught up with it and reveals how 
shallow the game really is, Throw out the seldom-used 
combat elements, and you have a sub-par racing game 
with little going fo' it. It doesn't excel in any single area. 
The multiplayer feature is nice, but gamers will soon find 
themselves bored with the limited number of tracks. You 
might want to rent Road Rash just for old time's sake, 
but that's about it. 



□fSlQlNAL 5 CQ<RE* oooo 

New Sco*e! 01/2 


Iron & Blood 

Type: Fighting 
Publisher: Acclaim 
Developer: Take 2 
Release Date: 10/03/96 

ft's games like Iron & Blood t hat make you wonder how 
intelligent people really are. How could Acclaim even 
think about releasing a game of this nature? It's utter 
trash. Even when it was released, Iron & Blood did 
aimost nothing for the fighting game genre. The char¬ 
acter designs were interesting to look at for the first five 
seconds, but that was about it. 

Only one year later, Iron & Blood is a distant mem¬ 
ory In the song line of the fighting games that have 
been released for the PlayStation, it's probably right at 
the end. The graphics are below average, and the char¬ 
acter animations are rough and extremely jumpy. The 
special moves are far from impressive.. No gamer 
should even consider playing Iron and Blood— not even 
hard-core Dungeons & Dragons fans. It's best left for¬ 
gotten, and no one should ever speak of it again. 



Original Score* OOO 

Neuu Score! © 


Allied General 

Type: Strategy 
Publisher: SSf 
Developer: Halestorm 
Release Date: 10/21/95 

The pseudo-sequel to Panzer General Allied General 
puts you in charge of American,. British, or Soviet troops 
in a battle against the German army, A popular title on 
the PC, this military sim enjoyed a bit of success on the 
PlayStation. It had endless replay value and an easy-to- 
use interface The game graphics were also quite good 
for the time, with highly detailed units. 

The PlayStation still lacks a decent library of strate¬ 
gy games, but the ones that are available (such as Allied 
General} are actually pretty good. Some gamers may 
complain about the simplistic graphics and the generic 
sound effects, but if you are a fan of the genre, these 
objections will easily slip by you. The gameplay is solid 
enough, and the number of options and campaigns 
makes this game a true winner. Check it out and you 
might be surprised. 
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ere are our ratings for some of 


the games released over the 
past several months. Check em out 
for any titles you may have missed, 
or just to familiarize yourselves with 
our thoughts on games. You don't 
have to take our ratings at face value 
alone—think of Backlog as "review 
calibration/' This way, you can 
judge for yourself which titles to 
spend your hard-earned cash on r 
and which ones to avoid. 


Armored Core 00001/2 
Bushido Blade 00001/2 
CART World Series OOO 

Castlevania: 50TN GOOOG 
Clock Tower OOO 
Colony Wars OOOOO 
Cool Boarders 2 0001/2 

Crash Bandicoot 2: Cortex Strikes Back 
OOOOO 

Croc: legend of the Gobbos OOOO 
Disney's Hercules OOO 
Fantastic Four 1/2 
Felony 11-79 000 
Fighting Force 0001/2 
Final Fantasy VII OOOOO 
Ghost In The Shell 0001/2 


G Police OOOO 

Grand Tour Racing '98 0001/2 

intelligent Qube 0001/2 

Jet Moto 2 0001/2 

Jurassic Park: The Lost World 001/2 

Machine Hunter OOOO 

Madden '93 OOO 

Marvel Superheroes OOOO 

Mass Destruction OOO 

MDKQOO 

Mega Man X4 OOOO 

MK Mythologies: Sub Zero 001/2 

Namco Museum VoL 4 00 

NCAA Football "930001/2 

Need For Speed: V-Rally 0001/2 

IMFL GameDay '98 OOOOO 

NHL J 98 00001/2 

NHL Powerplay '98 0001/2 

Nightmare Creatures 0001/2 

Oddworld: Abe's Oddysee 00001/2 


Pandemonium 2 OOO 

Parappa the Rapper OOOOO 

Porsche Challenge OOOO 
Poy Roy OOOO 
Rampage World Tour 001/2 

Super St, Fighter Collection OOOOO 

Syndicate Wars 0001/2 
Rage Racer 0001/2 
Red Asphalt OOO 

Resident Evil Director's Cut OOOOO 

Steel Reign OOO 

Street Fighter EX Plus Alpha 00001/2 

Tec-mo Stackers 001/2 

Test Drive 4 OOOO 

Time Crisis OOOO 

Tomb Raider 2 OOOOO 

Treasures of the Deep 00001/2 

Twisted Metal 2 00001/2 

Vandal Hearts OOOO 

Warcraft 2 0001/2 










4il411ill4t4tti*444i44 4i4 444444444 + f 3 5 fT"l 13 9 5 *■ 










































































H www-thq.com 

www.WCWwrestling.com 

Visit your total retailer or call 
vm-225-5167 for ordars only 

vm- jtNihjjowliia 

«> f,qkt? Rrcwj&i 6 Ii^SvWhi «n nit ^LvPLK-w fooMt iff 
rWStf^fisiir^Mi'. iS^WuiM 1 bmenaJiiHiM'init 

•‘jt: 'fi/iiW.yVf -V. -S' i- .... -V: 




































® ight about now, you're probably finishing 
off the last of the leftovers from the big hol¬ 
iday meal, and you're digging into all those 
cool new PlayStation games that Santa gave you. 
You've probably gathered half the gems in Crash 
2 and cursed out Lara a time or two for falling in 
that same damn pit again. Life is pretty good! But 
no sooner does the holiday rush end than the new 
year begins, with a whole slew of cool new 
PlayStation surprises waiting in the wings. So, 
we thought now would be the perfect time to 
took ahead, to peek into our crystal ball and talk 
about what the PlayStation has in store for the 
coming year. 

To get the real deal on what to expect in 1998, we 
went directly to the source to get you the absolute 


best information. We talked with representatives 
from the top PlayStation developers—the real 
movers and shakers that will shape the face of 
PlayStation in 1998. We asked them to talk about 
their top projects for the new year, where they think 
current trends are going, and in general, what will 
rule in '98. We even managed to break the first info 
on a few secrets along the way! 

Now, these guys are obviously going to be biased 
towards their own companies. But many of them 
were refreshingly honest, and they give credit 
where credit is due. If you read between the lines a 
bit, you may find a bit more info than what's on the 
surface. So read on, enjoy the Q&A's, and be sure to 
let us know what you think. And get ready for 
PlayStation in 1998—it's gonna be one wild ride! 




One To Watch For In '98: Tekken 3 

Who's making it? 

Namco 

When is it coming out? 

To be announced 


* JANUARY ******** 


FSIff 139B * 


Why should I be so excited? 

The Tekken series is still arguably the most popular 
PlayStation franchise, and Part Three should push the 
series' success far beyond its already legendary status. 
Namco is the master when it comes to arcade-to-home 
conversions. Carriers know to expect top-of-th e-line 
graphics, as weil as plenty of new features added just 
for the PlayStation. This one can r t miss! 


A The graphics in Tekken 3 are far superior fa the first two games 
of the series with same of the smoothest motion-captured anima¬ 
tions found today. Now if the PlayStation can just handle it,.. 
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namco 

Mike Fischer, 

Namco's Director of Marketing 
Namco, in 1998, what will be... 

* PlayStation's Fortune? 

Up until now PlayStation sales have been driven by the 
reel game enthusiast I believe that this Christmas we 
will begin to see the PlayStation reach more of a 
mass market than ever before. Hard-core 
gamers will still be the key factor n determining 
the success of any game because these are the 
people (probably a lot of them PSM readers) 
who g?ve their advice to the rest of the 
world on what games to buy. However, 
the market wifi now have to support play¬ 
ers with a much wider variety of tastes 
than in the past 

* PlayStation's Toughest Challenges? 

Again, the question is, how to manage 
PlayStation's growth. The 8- and 16-bit mar¬ 
kets peaked at 30 to 35 million units, and the 
combined sales of Saturn N64 and PlayStation 
have not even reached the half¬ 
way mark yet. Will publishers 
respond to a growing mass 
market with crappy games 
that just carry a big movie, 
comic-book or sports-star 
license? Or will the indus¬ 
try continue to push the 
envelope, bringing out 
genre-breaking games that 
utilize new software tech no logy ? 
Titles such as Sony's Parappa 
roe 

^B Treasures 

me optimistic. 


* PlayStation's Biggest 
Games? 

Let's not beat around the 
bush, O.K.? Tekken 3 is going 
to be the videogame event of 
the year, That's ail there is to 
it. No other game will even 
come close. 


* PlayStation's New Gameplay Experiences? 

Sorry. If I told you that secret, I'd have to shoot you, 
and after playing Time Crisis , my aim is pretty good! 
Namco has an advantage because of our leading-edge 
arcade business, ft's a laboratory for both new tech¬ 
nologies and new game concepts. This in-house 
knowledge is what makes us the leader on the 
PlayStation, as well 

• PlayStation 2 s Progress? 

s tnere some emblem with the PlayStation? Is there 
a shortage of good new games in the market? Are 
developers giving up tn frustration with the console's 
capabilities? I don't think so. I went to the mall 
this week and I was completely blown away 
by all the new games that had just arrived. And 
you know what? Most of them were really 
good games 1 Developers are still discover¬ 
ing new tricks the hardware can perform, 
and never before in the history of 
videogames have players had more great 
games to play. Just look at Namco's Fall releases: 
Ace Combat 2 in August, Treasures of the Deep 
m September, and Time Crisis in November, 
That's a lot of quality to choose from. I II leave it 
to Sony to make any big announcements on the 
PlayStation 2, but let's keep the focus on 
PlayStation 1 in 1998. 

* A Secret Revealed by Namco? 

What secrets can I reveal concerning 
Namco's plans for PlayStation in 1998? St's 
not a secret, but Namco will continue to be 
the best friend the PlayStation ever had. 
We were there to launch the system in 
1995 with Tekken, Ridge Racer, and Air 
Combat and we will continue to push 
the system to its limits in 1998. One thing I can say is 
thiS“Hamco's Tekken 3 will be converted to the 
PlayStation with every bit of quality that you saw in the 
arcade game, and we may even slip in a few new sur¬ 
prises while weTe at it. Also, watch for a change of 
pace from us, with the RPG Tates of Destiny, 


Dave Perry, 


Entertainments 

President 


Shiny, in 
1998, what 
will be... 

• Play Station's Fortune? 

Sony is clearly focused on acting as a quality gatekeep¬ 
er for PlayStation games. So much so that in Japan it's 
buying oid games back off store shelves to make space 
for new quality titles. So expect the evident quality of 
PSX games to steadily improve, or my name isn't Rob. 


What WE Would Like to See in '98 


Chris: I'd like to see PlayStation games that are made specifically for an older audience, Think of at this way—the 
recent movie Starship Troopers contains a massive amount of violence, some nudity, and a bit of bad language. If 
this movie were a videogame, it would earn the ESRS's Adult rating, Now, just like the movie, a game like ti ns cer¬ 
tainly wouldn't be for everyone, but it would be great for gamers who could handle the more mature themes. And 
if Sony really 'wants to move the PlayStation more into the mainstream right beside TV music and mov:es, then 
shouldn't it expand its audience, just like those other mediums have? 



v Although this third installment 1 of the series is set several years 
after Tekken 2, many of the more popular characters have found a 
way to return, either as alder versions or as their descendants* 


i For Tekken 3, Namco decided to concentrate on fewer characters. 
With this approach, each one can have mare of a distinct and 
unique focus, rather than giving many characters the same ifwves^ 



' The question still remain^-how close of o part will the 
PlayStation be able to handle? Detailed 3-D backgrounds such as 
the one shown here could be a problem, even for Namco, 
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■ PlayStation's Toughest Challenges? 

Sony has already kicked the butt of its toughest chal¬ 
lenge: "To get taken seriously as a major hardware 
maker sn the videogame business." It sure taught Atari 
and 3DO a trick or two-hundred. Sony's only challenge 
in 1998 is to keep doing what it's doing and not to screw 

it all up. 

As for getting more girls to play, this is a big chal¬ 
lenge. Girls are not attracted to games that look like 
"Doom 37" or games that star babes with massive 
breasts. So thank God for PaRappa the Rapper proving 
that innovation is not dead yet. Don't give up on us 
yet, girls! 

* PlayStation s Biggest Games? 

PJayStahon gamers are looking for QUALITY Capital G, 
Capital U, Capital A, Capital... you get my point. They 
don't want 40 versions of similar things, They want the 
one bitchin' pure sex, drop-dead version of a genre, and 
they want to know that sometime in the future—even 
though it seems mpossible now—there will actually be 
an even better version coming. So expect games ike 
Tekken 3 and Ace Combat 2 to rock. Expect companies 
that make crappy copies to go bust fast. 

* PlayStation's New Gameplay Experiences? 

The Sony Dual Analog controller has really worked, To 
my surprise, it noticeably improves gameplay and 
feel—feel being one of the most important elements, 
most welcome to just about any real-time game. That 
twisty Namco pad sucked, and oniy if you were willing 
to suffer it long enough would it go from suck status to 
acceptable status. The Dual Anatog controller has rght- 
ed that wrong. 

* PlayStation 2's Progress? 

The problem is that when you start talking PlayStation 
2, if makes the old hardware sound, well, old. But the 
"old" hardware has still not been reaily pushed to its 
limit and abused sufficiently by developers. Unleashing 
them onto the new hardware seems very premature at 
this time—the "old" machine still has a lot more to 
offer.. On the other side, at least Sony is forward-think¬ 
ing and taking this extra time to get ready with a great 
replacement, (The people that made the Concorde 
should learn from this policy). 

■ A Secret Revealed by Shiny? 

We have Wild 9 , the first PlayStation game where you 
can really torture your enemies. You play as Wex Major 
in an epic struggle against a guy whose face is the sue 
of about 10 football fields. Luckily, you have "The Rig," 


this amazing weapon gives you a chance, if you can just 
find that face... 

We have Messiah. We break all the rules and have 
pushed the hardware to its absolute limit with our new 
patented technology. The gameplay is intense, as you 
dive into people's souls and literally steal their bodies to 
use as camouflage or armor. The problem is that later 
you find out you aren't the only one with this ability... 

We have Stum R.C. Copter (the working name was 
Fly By Wire), the first game actually designed for the 
Dual Analog controller. You actually learn to fly a real 
photo-realistic radio-controlled model helicopter, Then, 
when you are feeling like you want to compete and do 
insane stunts, the PlayStation is the only place you can 
perform them. This is probably the most addictive game 
we have ever made, as it oozes "feel" and "gimme one 
more try!" gameplay. 

We have MDK t all upgraded from the PC version, 
due out for release in time for Christmas. It has a world¬ 
wide average review of 95%, and is now in develop¬ 
ment as a toy line and TV show. It's like no other 
PlayStation game, and despite other development 
teams like RARE copying us p ft features the original 
sniper mode that lets you shoot someone in the eye 
from more than a mile away! 

So for a small team, let's just say that Sony has our 
full support. 


very affordable S149 Playstation— and it's true plug- 
and-play on the Playstation. 

* PlayStation's Toughest Challenges? 

The publishing community needs to ensure that games 
remains compelling. Acclaim no longer attempts to pufr- 
lf$h basically the same piece of software on all the lead¬ 
ing hardware platforms. A game like Batman Si Robin is 
written exclusively for the Playstation and plays to the 
system's strengths. There's massive exploration of a 
virtual Gotham City, realistic detective work, and even a 
special dnving engine designed to immerse the gamer 
into the most intense Batman world ever created for a 
videogame. 

* PlayStation's Biggest Games? 

From Acclaim: Forsaken, Riven t Batman Si Robin , WWF 
Warzone, and Jeremy McGrath s Motocross Challenge. 

* PlayStation's New Gameplay Experiences? 

Acclaim will push the software envelope with Forsaken. 
It was internally developed at our Probe studio, and 
blew everybody away the first time it was even 
demo'd. The gameplay is incredibly fast the futu r istic 
labyrinths you fly through are exquisitely rendered, the 
enemy Al really "thinks" before it attacks, and the 
sense of action is all-consuming. 






• PlayStation 2's Progress? 

We see the current Playstation as viable well into 1999, 
and possibly beyond. Il r s not the bells and whistles that 
drive the industry, but rather compelling games. There's 
certainly more to learn regarding crunching and maxi¬ 
mizing Playstation code. The advantage Acclaim has is 
the ownership of multiple studios. Not only are our code 

and routines proprietary, 
but innovations are 
shared amongst 
cross-studio 
development 
teams. 


^K<ldm 


Steve Lux, Vice President of 
Marketing, Acclaim Interactive 


Acclaim, in 1998, what 
will be... 

■ PlayStation's Fortune? 

1998 is going 10 be a very exciting year for 
Acclaim and the industry! As more and more 
PlayStations will be sold, the multimedia capa¬ 
bilities of the machine will be further exploited. 

For example, when a game such as Riven [the 
sequel to Mystj debuts, featuring lush graphics and 
a complex soundtrack, tne active gaming commu¬ 
nity no longer views it solely as a PC game. Rather, 
it's seen as a terrific piece of multimedia entertain¬ 
ment that can either be played on a $2,000 PC or a 



Who's making it? 

Capcom 

When is it coming out? 

Late January/early February 

Why should f be so exerted? 

Oooh, we're really going out on a limb with this pick! 
Let's face it—every red-blooded PlayStation owner in 
the world will be lining up to buy this one. And from the 
looks of the early version that we've been playing here 
at PSM, fans won't be disappointed in the least. Man, if 
the first game made you jump, just wait until you're 
being chased by an entire town of zombies! 


One To Watch For In '98: Resident Evil 2 



. The sequel promises to be bigger in every way over the original, 
with more monsters, more realistic graphics, a deeper storyline, 
two discs worth of gameplay, and more items and secrets. 
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* A Secret Revealed by Acclaim? 

If we revealed them, they wouldn't be secrets... But in 
addition to the games we've touched on above, you'll 
see new games, packaging innovations, unique mar¬ 
keting promotions, Internet tie-ins, and other ways of 
communicating With our consumer that will let them 
not only critique our games, but actually become part of 
the development process. Also, watch out for WWF 
Warzone around July—it's gonna be big! 



Robert Lindsey, Capcom's 
Senior VP of Sales a Marketing 


Capcom, in 1998 what will be... 




- PlayStation's Fortune? 

Sony is really firing on all cylinders now and looks to be 
very well positioned for 1998. It has a solid library, the 
right big games coming for their system, the right hard¬ 
ware price with room to come down to $129 or lower, 
and the right software pricing. The PlayStation contin¬ 
ues to be the system of choice for teens and adults. I 
don't think the PC or Internet games are having much, 
if any, effect on Sony. Most of the Sony games are 
unique to Sony, and as such, players 
probably own both a PC and 
PlayStation. If Sony continues to 
offer unique play experiences on 
PlayStation, consumers will want 
to play only PlayStation. 


* PlayStation s Toughest 
Challenges? 

Expanding PlayStation's reach 
to the younger teens and 
preteen audiences. Sony 
has a very strong follow¬ 
ing in the older age 
groups because of its 
marketing launch, tar¬ 
get and strategy, previ¬ 
ous pricing, and library. 
But the library must be 
expanded and aimed at 
younger gamers to take on 
Nintendo head-to-head in the 
younger age brackets. 


* PlayStation's Biggest Games? 

Resident Evil 2 and Tekken 3. 

♦ PlayStation's New Gamepiay Experiences? 

As the Sony system matures, I think sequels will con¬ 
tinue to dominate with an occasional new concept 
breaking through. Developer tools are in great shape, 
so game development cycles can be fast and efficient, 
code reused and previous R&D investments lever¬ 
aged, Now is when software publishers can make 
some money—-and invest in making even bigger and 
better games. 

* PlayStation 2's Progress? 

Capcom is not aware of the PlayStation 2 system or any 
of Sony's plans for a new system at This point. I would 
not expect to see any new system until late 1999 or 
iatec PlayStation is doing too well to introduce another 
system in 1998. 

• A Secret Revealed by Capcom? 

Hum! If you liked Resident Evil you will go nuts over 
Resident Evil 2 and...? 


I DOS 


John Kavanagh, EIDOS 
Director of Publishing 


Eidos, in 1998 what will be... 

* PlayStation's Fortune? 

PlayStation will continue to increase in. sales over the 
year to at least the level of the 16-bit sales and probably 
exceed it. Established senes like Crash , Resident Evil 
Madden i, GameDay, and all those driving games will 
undoubtedly have sequels. The mass market success 
of the PlayStation should allow for continued broaden¬ 
ing of the genres available—sc look for more innovative 
titles like Parappa The Rapper, 




* PlayStation's 
Toughest Challenges? 
Following the tremendous 
success of '97. To be honest, 
things would have to go 
dreadfully wrong in the 
world to stop Play¬ 
Station's success. 


• PlayStation's Biggest 
Games? 

Metal Gear Solid looks 
like a solid contender. 

Also, anything that 
' In 

fact, look for an extremely 
strong showing from the 
Japanese software compa¬ 
nies in '98,. Of course, 
Eidos has a few tricks 
up its sleeve 1 


* PlayStation's New 
Gamepiay 
Experiences? 

I've seen some 
pretty impressive 
things achieved by developers circumventing 
PlayStation's official libraries, which should lead to 
better performance and higher resolution games. I 
also think that developers are going to start focusing 
more on gamepiay and control systems, a la Nin¬ 


tendo 64 titles. 


* PlayStation 2's Progress? 

Why should Sony kill its Golden Goose by releasing a 
new machine so soon? PlayStation delivers high-perfor¬ 
mance 3-D graphics to a market that is largely upgrad¬ 
ing from Genesis or Super NES. 

* A Secret Revealed by Eidos? 

It's no secret that Eidos is totally committed to 
PlayStation, and therefore we will deliver more and bet- 


What WE Would Like to See in '98 

Steve: I would like to see the trend towards more innovative new ideas to continue. Sony has proved that the 
PlayStation is the number-one piece for new types of gaming experiences, with experimental titles like 
Aquanauts Holiday, Carnage Heart, Bushido Blade and Parappa. Now it's up to Sony to continue its leadership in 
this area by taking even more chances in r 98, with games that wifi expand the PlayStation's horizons and bring 
in new types of gamers. 



So you soy you like a little gore with your honor 
Believe us, if messy blood 'n guts is your thing, 
bucket load in Resident Bvil 2. Shotgun, 



Capcom even added several minute details, which when added 
together realty enhance the whole mood and pkry of the game. For 
instance, when your character takes damage, he shows it. 


the storyline is played out through in-gome cinemas as in the 
first game, and ol course, the voice acting is still just as bad. That's 
O.K,-~it just wouldn't have that "B-mavie" appeal otherwise! 
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ter games for it in '98. Look for new PlayStation tech¬ 
nologies from Eidos that wilt revolutionize landscape 
and animation. Oh, and I don r t think Lara will be single 
for much longer,. Sorry, boys! 


Konami, in 1998 what will be.,. 

• PlayStation's Fortune? 

1998 will be PlayStations great year! Based on the 
mstory of the 8- and 16-bit markets, hardware sales 
peak in the fourth full year of distribution Software 
sales peak in the fifth year. Therefore, PlayStation 
hardware sales will peak in ‘98, and software in r 99. 


* PlayStation's New Gameplay 
Experiences? 

Meta! Gear is a breakthrough in software 
technology. It has the cleanest 3-D envi¬ 
ronment ever created for any hardware plat¬ 
form and has breathtaking special 
effects. In short, this game has it all, 


• PlayStation 2's Progress? 

Why worry about something that will proba¬ 
bly not happen for a few years? Let's enjoy 
what we have today. With over 300 
titles, the PlayStation offers an unprece¬ 
dented variety in video gameplay. And, the 
games are getting better and better. 


* A Secret Revealed by Konami? 

Look for a fighting game from Konami in the sec¬ 
ond quarter of 1998... 


* PlayStation's Toughest Challenges? 

It has two potential but related challenges. The first is 
the decline in new game prices. We are now seeing 
new games priced at retail as low as $35. Superficially, 
this may appear to be good news. However, in the long 
run, lower prices may result in lower software quality. 
For example, it will take three years for Konami to devel¬ 
op Metai Gear But at these new low prices, will pub¬ 
lishers invest the necessary resources needed to create 
the A+ titles that we want to play? The second concern 
is excess inventory. There may be over 10 million unite 
of PlayStation software inventor/ in the marketplace. 
Can the PlayStation market absorb this inventory? And 
at what price will this inventory be sold 7 


* PlayStation's Biggest Games? 
Konami's Metai Gear has ail the ingredients to be 
THE game of 1998. This game inherits and builds 
upon the proven gameplay of the original 8-bit 
Metai Gear game. (While on a recent trip to Japan, 

I was able to actually play the game. Metai Gear's 
gameplay was outstanding!) Metai Gear is being 
developed by one of Konami's best talents, Hideo 
Kojima, 


Mark Porwit, Konami of 
America's VP of Product Planning 


MIDWAY 

Paula Cook, Director of Marketing 


Midway, in 1998, 






what will be... 

* PlayStation's Fortune? 
PlayStation wilt gain a wider and 
more diverse audience 
after the holiday sea 
son, and companies 
will respond by devel¬ 
oping more original 
and varied titles 
along the lines 
of Gex: Enter 
The Gecko , 

NFL Blitz, and 
Rampage 
World Tour The 
PlayStation market will 
continue to grow and 
change M 

third-party __ I _ 
with innovative ideas 
draw in new types of 


■ PlayStation's 
Toughest 
Challenges? 

Maintaining the 
same strength and direction that helped PlayStation cre¬ 
ate a renewed enthusiasm for the videogame market 
after the days of 16-bit. 


- PlayStation's Biggest Games? 

MK4, NFL Blitz , and Gex: Enter the Gecko. 

* PlayStations New Gameplay Experiences? 

We should see a lot more games, such as San 
Francisco Ftush , that are compatible with Sony's new 
analog controller. Also, well probably see deeper story¬ 
lines utilizing either CG or FMV intros, cut scenes, and 
endings, which completely immerse gameplayers in 
the new surroundings. 

* PlayStation 2's Progress? 

Excitement for the concept will continue to escalate 


One To Watch For In '98: Metal Gear Solid 



Who's making it? 

Konami 

When is it coming out? 

To be announced 

Why should E be so excited? 

Mark Porwit of Konami isn't exaggerating when he 
says that Metai Gear Solid could be THE game of 
1998. While we haven't yet had the chance to dig 
deep into the game ourselves, we've talked with the 
game's developers and seen tons of footage—^nd 
we can definitely say that this game is going to rock. 
Make no mistake —Metal Gear will be the next big 
series for PlayStation, 


January 







a While many of today's PlayStation gamers may have previously 
never heard of the Meta/ Gear senes, there are those of us who sKlI 
remember the classic gameplay tram the 8-hit NE5 days. 
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Mark Beaumont, 
Psygnosis' Executive 
VF and General Manager 


Psygnosis, in 1998 what will be.,. 

* PlayStation's Fortune? 

The advent of 3*D accelerator cards has, on one level, 
redrawn the playing field in terms of graphical process' 
ing power—the PC is a lot more powerful than it used 
to be. However,, PC and PlayStation markets are far 
from identical, and while there's room for crossover 
titles to be major hits on both platforms, well approach 
each market with different strategies. 

* PlayStation's Toughest Challenges? 

The sheer volume of product being released is obvious¬ 
ly a concern for any publisher trying to "break through 
the clutter." But this is an area where the benefit of 
year-o my ear experience with the format can give a pub¬ 
lisher such as Psygnosis a significant competitive edge. 

* PlayStation's Biggest Games? 

In the mass market, the importance of name-recogni¬ 
tion wirh strong franchises cannot be overlooked. For 
Psygnosis, that means expanding on the worlds creat¬ 
ed in games like G Poke and Colony Wars. But we also 
intend to create new gaming experiences too, so look 
for games like Psybadek, which is designed by one of 
the creators of WipeOut to be a very significant title in 
'98. I r m not going to name check any of Psygnosis" 


* A Secret Revealed by Psygnosis? 

If we don't have a few titles for 1998 that are as ground¬ 
breaking as our past PlayStation titles have been, we'd 
be disappointed. But that's no secret. We're very proud 
of our heritage on PlayStation and very excited about 
our future on the format. 


* PlayStation's Biggest Games? 

PlayStation games are constantly improving and will 
continue to do so. We just recently introduced the 
2700-based development series, a new PlayStation 
development system. it r s a program analyzer and 
development system all in one, 


COMPUTER 

ENTERTAINMENT 


Phil Harrison, Sony's VP of 
Third-Party Relations 


What WE Would Like to See in '98 


Noah: The PlayStation's immense software library has certainly been one of the keyslo.the systems success thus 
far, but in '98 I'd like to see the total number of games go down a bit. The developers could put the extra resources 
into fewer, better games, which would translate into more surprise hits like Resident Evil and Tomb Raider If the 
PlayStation has any one probfem on the horizon, it's that along with the good stuff, there's a load of mediocre qames 
on the way, 


competitors because I believe were doing some of the 
best work on PlayStation. 

* PlayStation's IMew 
Gameplay Experiences? 

It's hard to predict innova¬ 
tions in gameplay before 
gamers themselves have 
had the chance to respond 
to new styles of play. However, 
we believe our upcoming 
"noveKfeck" game Psybadek 
demonstrates that there's more 
than one way to do "3-D platform- 
style" gameplay. That's a fairly new 
genre, but this is a very radical lake on it. 

* PlayStation 2 r s Progress? 

You'd have to ask Sony that! 


Sony, in 1998 what will be... 

* PlayStation’s Fortune? 

The PlayStation market is going to change in many 
exciting ways over the course of 1998. First, con¬ 
sumers will see a broader range of high-quality software 
in every category than before, with some new games 
that define new genres for themselves,. Well also see 
the PlayStation become established as mainstream 
entertainment devices—“Something that every home 
will need along side the VCR and that cable or DSS box. 

* PlayStation's Toughest Challenges? 

In addition to the challenges of keeping pace with 
unprecedented demand, PlayStation will face tough 
competition from other forms of mainstream media— 
which alt chase the same consumer's disposable time. 
As PlayStation becomes a mass market entertainment 
pastime, the competitors for game time are watching 
TV, listening to music, or going to the movies, 


until its release in the next 1-2 years. Sony's track record 
indicates we will not be disappointed. 


■ A Secret Revealed by Midway? 

It's no secret that Midway will continue to develop great 
games. 


;T>' 


L 



The gameplay focuses more on being sneaky than running in 
with guns blazing. Here, Solid Snake (the hero} places explosives 
around the base rather than confronting the enemy head-on. 



As in the two original Mela/ Gear tides, all hell breaks loose 
when you are discovered by an enemy guard. Not only will you 
have to deal wffh him, but also the small army he just alerted! 


The storyline will also play a major part in the game. We've 
already seen footage of Solid Snake freeing a prisoner, who he 
then teams up with to fight it out with the bad guys. 



* 
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How do we know this? Well, based on the current 
demographics for the PlayStation game console, 35 
percent of our consumers are between the ages of 
eight and 17, and 54 percent are between the ages of 
18 and 34. This is testament to the fact that we've 
expanded videogame playing beyond the "typical" 
eight- to 14-year-old videogamer. We've been able to 
accomplish this because our business plan has been 
focused, from the beginning, on developing key rela¬ 
tionships with three of the core elements of our busi¬ 
ness: the third-party community; the retailers, and; 
the consumer. 

Third Party: Because of a profitable envi¬ 
ronment third parties have created a broad 
range of gaming options that has led to a 
library of more than 300 titles for the 
PlayStation game console in North 
America. The third-party community has 
overwhelmingly supported the 
PlayStation because it ss a great develop 
menl system, and because the busi¬ 
ness model we set forth works—the 
plan is profitable for them. 

Retail: The retailers are enjoying 
record sales of PlayStation hardware 
and software, as our business plan 
allowed for strong retail profit margins 
with a lower consumer price point. That, 
coupled with the ability for third-party pub¬ 
lishers, as well as the retail community, to 
better manage their inventory with true 
"just-in-timfe" delivery, has let these 
two essential elements of 
the videogame business 

increase profits while _ 

reducing risk. 

Consumer. The consumers have spoken with their 
pocketbooks. As of late September more than five mil¬ 
lion PlayStation game consoles and more than 25 mil¬ 
lion games are being played in North America. 



demand, we are still faced with the problem of being 
supply constrained. 

* PlayStation's Biggest Games? 

At the time this is being written, we are in the midst of 
what looks like a very successful holiday season for the 
PlayStation brand. While it's too early to begin talking 
about the big hits of '98, we can say that with every 
generation of software we are seeing great improve¬ 
ments with not only the quality, but the innovations of 
the software. Again, these are the essential elements 
that will continue the growth of the PlayStation brand as 
a mass market entertainment option, 

PlayStation's New 

Gameplay Experiences? 

The creative community constantly 
impresses us with its innovative soft¬ 
ware developments. The competi¬ 
tive nature of product development, 
and specifically this element of 
"one-upmanship." benefits every¬ 
one in the PlayStation busi¬ 
ness, most importantly, the 
PlayStation gamer. 

* PlayStation 
2 f s Progress? 

To put the success of the 
PlayStation game console into perspective, 
producing two million PlayStations a 
month to meet the holiday demand is an 
unprecedented manufacturing 
rate in the 50-year history of 
Sony. As the support and popu¬ 
larity for the PlayStation brand contin¬ 
ues to increase within the development community, the 
retail community and the mass market, we can expect 
that PlayStation will continue its success throughout 
1998 and beyond. 


which lets developers really get a global view of what 
is going on inside the PlayStation hardware at any one 
time. And this allows them to tune up them software to 
get a level of technical performance that had previous¬ 
ly not been seen. 

We've also done some analysis of existing software 
titles in the marketplace and have realized that the best 
games launched to date don't even get to half of what 
the PlayStation technology is capable of. Now we've 
worked out how to harness this extra power. We've 
delivered this technology into the hands of the devel¬ 
opers, and we will see more and more high-quality 
products pushing the technology even further through¬ 
out 1998 and into 1999. 

* PfayStation's New Gameplay Experiences? 

1998 will be the first full year m which developers can 
put the new 2700 series development system to good 
use. This is a new and vastly more powerful develop¬ 
ment system that allows programmers to gain even 
more performance from the PlayStation hardware. 
This will deliver a far more compelling game experi¬ 
ence and further demonstrate the power of the sys¬ 
tem, Software innovations are more difficult to pre¬ 
dict, but the natural trend is that as developers get 
more comfortable with a technology, they can dedi¬ 
cate even more time to the creative elements of soft¬ 
ware production. This is very exciting for the industry 
and the consumer. 

* PlayStation 2's Progress? 

We have no plans to introduce any new technology for 
PlayStation—why would we? At two million per month, 
we are breaking every industry record for sales and con¬ 
tinue to grow our leadership position around the world. 

* A Secret Revealed by Sony? 

(Sorry, but we couldn't get any secret info out of Phil] 

Andy House, 

VP of Marketing, Sony CEA 

Sony, in 1998 what will be... 

* PlayStation s Fortune? 

From the launch of the PlayStation brand's business 
plan in September 1995, our goaf was to elevate the 
videogame category from a toy product to a true enter¬ 
tainment option, Two short years later—by providing 
consumers with a broad range of software options— 
we believe the PlayStation has become a mass market 
entertainment device. 


* PlayStation's Toughest Challenges? 

Even though we have raised our production capacity to 
two million units per month to meet the strong holiday 


* A Secret Revealed by Sony? 

(Sorry, we couldn't get any secret info out of Andy, 
either—those Sony guys are tough!) 


What WE Would Like to See in '98 

Bill: Aftei the disappointment of not getting any kind of force-feedback or "vibration" controller here in the US. this 
year, id really tike to see Sony's "Dual Shock" controller come over from Japan. And not only that, but I want to see 
software that really takes advantage of the technology in a way that totally immerses me in the gameplay experi¬ 
ence. From dunking a basketball to firing off a massive plasma blast, l want to feel like I'm actually in the game I 


One To Watch For In '98: Mortal Kombat 4 

Who's making if? 

Midway 

When is it coming out? 

Spring/Early Summer 

Why should I be so excited? 

The release of a new MK game is always big-time news. 
Add to that the fact that this years' Kombat is the first 
3-D version, and you've got all the makings for the next 
big PlayStation smash, It will be interesting to see 
though, how well the PlayStation translation holds up, 
considering that the coin-op uses the immensely pow¬ 
erful Zeus motherboard, (arcade screenshots shown) 




Up until rvow, the overwhelming majority of 3-D fighting games 
have been developed in Japan, so we haven't really seen any 
extreme polygonal violence. MK4 changes all that, though.,. 
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yStation Predictions 


B 


Q he following is a list of our predictions for the PlayStation in the year 
ahead, Now these predictions are solely our own, and don't neces¬ 
sarily have anything to do with what Sony or anyone else has offi¬ 
cially said. Not ail of them will come true, but we're betting that a good 
majority of them will.,, 

1, The PlayStation won't lose its top spot 

Despite a few heavy-hitters from Nintendo (namely Zelda 64 t Yoshi's Story, and F- 
Zero 64§ the PlayStation will stiil reign number-one throughout the year, with more 
than twice as many releases, innovative new titles, and a steady supply ot top hits, 

2. Vibrating control pads will finally hit the U.S. 

Sony is already introducing its new "dual-shock" analog/vibration controller in 
Japan, so a U.S, release could happen as early as mid next year, after a good num¬ 
ber of Sony's first analog pads have cleared the shelves. And here's a bonus pre¬ 
diction: the new pad becomes the pack-in. 

3.1998 Game of the Year: Metal Gear Solid 

This prediction is really stretching it r since we haven r t even seen any of the thard¬ 
or fourth-quarter games yet. But Metal Gear seems to have everything it needs to 
break away from the crowd: innovative gameplay, standard-setting graphics, and 
tons of cool weapons. 

4 New PlayStation model released 

The PlayStation design has been slightly re-worked nearly every year since its 
release, so we're not going out on a limb in guessing that it will happen again in ‘98. 
Could the next U.S. version be the recently-announced new Japanese model? (see 
Monitor, page 13, for more details) 

5, PlayStation price drop 

To fend off a possible mid- to iate-year surge from Nintendo, Sony aggressively 
drops the price of the PlayStation once again to as low as $120, or even $99 (gasp!}, 
even though sales of the machine at its current price will still be brisk. 



6, Sega's new system no problem for Sony 

The long-rumored new console from Sega, J 'Dural" 

(or whatever it ends up being called), should release 
in time for next Christmas. However, due to the system's 
high cost and small start-up software library,, it won't slow the 
success of the PlayStation down one bit. 

7, Developers battle for "The Next Lara Croft" 

Since Eidos first struck gold with Lara r we've seen a steady stream of ,r tough girl" 
lead characters in games such as Nightmare Creatures , Deathtrap Dungeon , and 
Fighting Force. Expect plenty more developers to jump on the bandwagon in '98, 
with a plethora of poutier, bustier game babes, 

8, Videogame-based major motion picture finally sees the light of day 

One of the long-rumored videogame movie projects-like Tomb Raider, Resident 
Evil or Dcmv-wiit finally get underway. The final cut may not make it to theaters 
until 1999, but at least one of these films will finally begin major production in the 
coming year 

9, PlayStation's installed base to nearly double in the U.S. 

The PlayStation's third full year will by far be its most successful, as PlayStation 
fever will run rampant throughout the country. Total PlayStation sales in the U.S. will 
be stronger than ever, with the total U.S. installed base possibly even doubling its 
current estimate. Now that's a lot of PlayStations! 

10, PSM dominates all competitors 

O.K., OX—so this one's a little self-serving, but we just couldn't resist. Seriously 
though, of all the predictions weVe made so far, the onfy one that we can absolute¬ 
ly guarantee is that we're gonna bust our ass in J 98 to give you the best PlayStation 
magazine possible. You can count on it! 


In Closing... 

Well, there you have it—the shape of things to come, direct from the horse's mouth. 
Listening to these guys speak, it really does sound like this is going to be THE year 
for PlayStation fans around the world! 

Let's recap, shall we? Erst off, the general consensus is that we won't be seeing 
a new Sony console for quite some time, at least until late 1999 Which is fine, since 
the original PlayStation still has a ways to go before it reaches its maximum potential. 
Also, you can expect drastic improvements in the quality of the games as developers 
ream to use Sony's new software development tools—just wait until we see what 
Sony has planned for next Christmas, after a fuf! year of using those tools 1 

Next, 1998 should be chock-full of giant-sized smash hits. .Just look at it this way— 
we could be playing heavy-hitters like Resident Evil 2, Metal Gear Solid, Tekken 3 t and 


Mortal Kombat 4 before we even hit spring break! Ana while most of the top devel¬ 
opers are still holding the realty big earns close to their chest, you can tell that some 
really cool stuff is in the works for later on in the yeai 

Yep, 1998 is going to be one extremely cool year for PlayStation tans We can look 
forward to bigger, better titles, and did we hear from Eidos right? Is Lara really going 
to fie the knot n '98? 3 (Hey if it happens, remember that you heard it here first!) And 
if some of our predictions come true,. 1998 could finally see the release of a Sony 
vibration-feedback control pad, and a newer, cheaper PlayStation model! 

So to dose, let us just say that Sony isn't the only one who's going to rock in '98— 
we've got a few plans of our own here at PSM, too. Despite our awesome success 
m '97 (thanks in full to you guys!), we re going to re-dedicate ourselves to , 
bringing you bigger, better PlayStation coverage than you'll find anywhere I ^ J 
else in the galaxy. PlayStation and PSM—we're both just gettm' started 1 [ 


Although the graphics have gone fully 3-D with some of the best¬ 
looking polygonal characters ever seen in o videogame, the basic 
gameplay 5s stilt much the same as En the previous Kombat games. 




Possibly the coolest port about Mortal Kombat 4 is getting ho see 
your favorite class it MK characters really brought to EEfe in 3-D. Just 
check out how cool the new Rayden is looking! 



Will the Mortal Kombat franchise continue to rule in The 
good money fs an Midway to score big yet again, but rt may not be 
as easy as before with such tough competition on the market. 
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Release Date January 
Type RPG 


Publisher Working Designs 
//Developer Climax 


4 Aiundra, the game's 
hero, relies cm magical 
spells as well as more 
"traditional combat tech¬ 
niques like swordplay, 

mam chib 

hy is entering the 
dreams of others. 


A At the end of every level lies a bass you must defeat* Most of them will have a weak 
ness that you can exploit-you just hove to fincf it before you're slayedl 


' 4 The ene¬ 

mies' Al is 
pretty im¬ 
pressive. 
Creatures will 


The closest thing to Zelda 
you'll find on the PlayStation 


normally 


^ attack in grot 
and most often 
they surround you. 


D t seems that 1998 is going to be a including numerous 

big year for RPG fans, Final Fantasy towns, forests, and underground 

VIt started a chain reaction, proving to the dungeons. And as in most RPGs, you will 

industry that RPGs could be extremely sue- encounter various characters that will provide 

cessful when well made and marketed prop- you with information or help you out with 

erly, So now, other companies are preparing your quests, but at a cost. Most often, you 

to release their own titles to the masses, will have to provide some sort of service to 

Capcom has Breath of Fire III Konami has the character, like locating a Jost family mem- 

Suikpden 2, and Working Designs has the bei or finding a particular item. These mini- 

long-awaited Aiundra. quests encompass a majority of Aiundra's 

Aiundra is the first RPG on the PlaySta- overall playtime, 
tion to combine more traditional elements, Graphically, this game takes a step back 
such as experience building and exploration, to nostalgia. Virtually everything in Aiundra is 
with a Zelda -like combat interface. In fact, sprite-based, except for a few rare excep- 

Alundra has a lot of elements in com- tions. Strangely enough, most RPG devel¬ 

opers are sticking with sprites, so it 
seems shat we won’t be seeing anoth¬ 
er polygonal RPG until perhaps FFVIIL 
Not that anything is wrong with this— 
Aiundra boasts some of the most 
detailed and clean environments 
found in any PlayStation RPG. It 
also has one of the best soundtracks 
in the business. Over 35 different scores 
of music and 800 sound effects were 
created to give the world of Aiundra its 
own unique charm and realism. 

Put it all together and you have 
k what could potentially be one of the 
?j\ best RPGs available. PSM is ex¬ 
tremely excited about Aiundra, so 
j you can bet you will be hearing 
B m more about it in the near future l 


Watch your back! 


1 Like in the Zeido series, combat is a hands-on affair. You have 
complete control over how your character attacks and dodges. 


Nintendo's Zelda 
senes—these similarities should 
boost its popularity with gamers who 
are interested in RPGs but prefer 
more of a hands-on, action-based 


mon 


mm 


Calmdolun, qi'cryore' 

I'm* wile* ibis d?ip iljmab 
storm* Mulct is ferocious' 


style of gameplay. 


You play the role of a young boy, 


Aiundra, who finds himself strand' 
ed in a mysterious land after his 
boat is destroyed, Found and 
befriended by an old man named 
Jess, you learn of your destiny 
and your ability to enter the 


dreams of others. And so your 
adventure begins. You will have to 
explore the land and ourge it of its 
spreading evil [hmm...lt even sounds like 


SJati art aowSttr 

TtjiJ is pregrta Tbit h 9*od! 


Needless to say, Aiundra is one long 
and involved game. You wifi need 
to visit more than 7,000 screens, ^ 


4 One of Aiundra's new-found friends. 
This character will provide him with 
advice in times of need* 


You could say that Aiundra ts a victim of circumstance. During a routine 
journey across the ocean, his ship gets destroyed by a mysterious 
storm, and he becomes stranded in the land of Inoa. 


The game epem with a typical boat 
ride to a neighboring land. 


. Unfortunately, your ship encounters a 
storm and is destroyed. 


You awake to find yourself laid face 
down on an unfamiliar beach, stranded 
and hurt. Are you the lone survivor from 
iftt shipwreck? And where is this place? 


£ Luckily, a mao by the name of Jess 
happens to come along and save you. He 
nurses you back to health, and eventually 
becomes one of your closest friends. 
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r-HE Villains of 


The villains in Alundra 
come in all shapes, sizes, 
and (ugh!) smells! 


zcmcm FUKU5 rdch tu^tlc lizard riggy zomeie rsrfeh mummy 


BLim^ KILLER 5LUDBE mU-KQG 



MSTUS 


grandpa! r brought scmmic 
to help jus| like 3 said!' 
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liuiHSra. to:i jrc 
ftm lift fli-c t>f to 


you n Ibe ant from my 
dreams, T^e summon td from tbe 
realrc of the tmconscim* 
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While exploring the local town r you dis- 
cover that an old man, Wendell, has 
become sick with a strange illness. 


Look out for those booh 
ders! Dungeons are loaded 
with traps that you need to 
watch far and avoid. 


A Switches will always open secret doors and 
pits, so be on the lookout for them* 


a Sometimes you will come across a special 
crank, like this one. It will only allow you to 
open one door at a time, and usually only one 
door leads to the right path. 


After returning, it Is discovered that you 
are a dream walker—□ person capable of 
physically entering a person's dreams, 


A Pressure plates ore only activated when 
something heavy is placed on them. Here, you 
have to put barrels on oil the plates in the room 
in order to open the door. 


After retrieving the book of cures, you 
Will be asked m enter Wendell'S dreams to 
completely cure him of his sickness* 


a The puxxles in Alundra ore not 
limited to the dungeons—at this 
mill, you must figure out how to 
get the water flowing again. 


(m 


□ati 


Mind Over 


IYIrtter 


You will be asked to obtain a book of 
cures from an abandoned mansion, which 
is supposedly haunted* 


Challenging puzzles and locked 
doors will halt your progress in 
Alundra. Think about each situa¬ 
tion carefully, and the solution 
should become clear. 


A Is this Zefcfa? No, but it s about as dose as you are 
probably going to get on the PlayStation* Not only are 
the graphics similar, but you've got the some treasure 
chests, the same types of items and weapons, some 
similar enemies, and underground dungeons filled 
with traps. But who's complaining? ZeJda was great! 


tony 

iof 


A the land of inoa contains me 
towns and villages. Almost all 
them cover a large amount of ter¬ 
ritory, so you will need to spend a 
lot of time exploring them. 


a Buying items from a store adds 
a bit of realism. You will actually 
have to pkk up the item that you 
want to purchase, and then bring 
it to the cash register. 


a . Scattered around the game's 
dungeons are treasure chests that 
contain useful items and keys. You 
will need keys to open any locked 
doors that you may happen upon* 


As in Zelda f Alundra is full of mini- 
quests that you will have to finish 
before proceeding further into the 
game. Most will require you to 
enter some sort of dungeon and 
fight a powerful sub-boss. 


A Sybil! is one of the local villagers that will help you 
out the most. She will be of great help later in the 
gome, if you ever get stuck. 
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Publisher GT Interactive 
Developer Aardverk Software 


Release Date December 
Type First-Person Shooter 







In T+his Efibodeih 

The levels in Duke Nukem are split into several different episodes, and each one has a particular theme attached to 
it. From space stations to gas stations, you will be visiting a lot of different locations before your journey is over. 


A In the first Few levels of the gome, 
Duke will find himself in the dimly-lit 
streets of the city* When passing through 
the red light district, you will have to 
fend off the Indies while blasting a# 
those pesky alien invaders. 


A Don't think that the battles in this 
game ore confined just to the Earth, ¥00 
wifi be fighting for your survival in an 
enemy ridden space station, with noth¬ 
ing but a small arsenal of wea pons and 
an intriguing personality to protect you. 


A Duke has always fancied himself as a 
boding man, so when he was presented 
with a chance to star in his own movie, 
he couldn't resist. Unfortunately, while 
filming, our Hollywood hero gets an 
unexpected visit from a few "ferns*' 11 


A Cheerleaders will show up from time to time,, and in 
the strangest places. We can't figure out their exact pur¬ 
pose, but they're good for a lough or two* 




► Traps, like this 
laser-activated 
bomb, will 
impede your 
progress 
through the 
game's many 
tough levels. 


Get ready to meet a tough-as-nails action hero with a 
serious attitude—and some massive firepower, to boot 

onsidering the number of first-person shooters avail¬ 
able for the PlayStation, it may seem strange that GT 
Interactive would be releasing a somewhat dated conversion 
of Duke Nukem, Fortunately, the company has promised us 
that this won't be your run-of-the-mill port. Several cool new 
modes and features have been added, which will help in the 
replay department. And since death-match gaming is a definite 
must, the game takes advantage of Sony's link cable for full¬ 
screen, adrenalirepumping, head-to-head fun, Hopefully, a 
split-screen mode will also be included for those who don't 
have access to two PlayStations. Also, a special Al feature may 
be added that lets a single player compete against two or three 
computer-controlled opponents. This would come in extreme¬ 
ly handy when you want to play a death match and none of 
your friends are around. 

And since this PlayStation version is based on the PC 
upgrade, Duke Nukem: Atomic Edition , rt has a immense num¬ 


ber of levels—more than 40, in fact. 

Along with the six new "parody" levels 
made exclusively for this port, you have 
a game that will actually take weeks 
to defeat And that doesn't include 
finding all the hidden secrets! 

While the version of Total 
Meltdown we have seen is 
still pretty early, the game * 
already looks as good, if not 
better, than the PC original. The 
large variety of levels and the link¬ 
mode are a definite plus, and they will be the two major self 
ing points of the title. However, only time will tell if Duke 
has what it takes to top the big guns, such as Psygnosis' 
upcoming Shadow Master, But as Duke might say, 
"Come get some!" 


r A "Come get 
somof" Armed 
with high-tech 
Firepower and a 
boundless ego, 
Duke Is setting his 
sites an PlayStation 
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Everyth! n g ! 

Duke Nukem'$ environments are really interactive. You can use or 
destroy virtually everything you come across. Blow up everything 
you see, because sometimes you just might find some secrets. 


A Blood, blood, and more blood—■this has got ta be one of the bloodiest 
games on PlayStation, which means you sickas out there are gonna love fH 


a Using the security monitors, you con 
log on to the cameras located around 
the level. This becomes extremely use¬ 
ful during death matches, when you 
are trying to locate your opponent, 
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Publisher Namca 
Developer Namco 


Release Date February 
Type Platform 





T This guy Is just one 
example of KJonoa's 
many wacky opponii 
Watch out for that sh 


Klonoa is set to give 1 

Pandemonium a run for its money 


m m f: oping to fill the void left by a delayed Tekken 3 t 
EMM Namco is planning on releasing some interest¬ 
ing titles at the start of this upcoming year. One of the 


^4 more promising is Klonoa (Kaze no Kionoa t in Japan), 
m Combining aspects of the Pandemonium series and 
Nintendo 64 r s Mischief Makers, Klonoa has the poten- 
(£^63* tia! to take the platform genre in a slightly different 
direction. The game is in true 3-D, but like in Pande- 
monium, the main character is confined to an invisible 
track. Fortunately, each level often has several paths for you 
to choose from, and you may find yourself backtracking to 
solve some of the more difficult puzzles. 

The lead character (for which the game is named) has but 
two main abilities, lumping and grabbing, which may make the 
game sound like any second-rate platformer. However, Klonoa 
has more to it than that. After grabbing a nearby enemy, two 
more options become available to you. You can throw the enemy 
at a switch or at another enemy, or you can double-jump off of 
the enemy's body in order to reach higher areas. You will have to master these two 
abilities if you hope to succeed in tne game. 

And while the graphics are going to be a major selling point for Klonoa , the layout 
of the game's numerous levels is what deserves the most attention. Each dream 
episode, which contains an average of three levels and one sub-boss, has an entire¬ 
ly different look and feel than the ones before it. 

We haven't had the chance to play Klonoa for an extended period , _ 

of time, but what we've seen leads us to believe that Namco may 
have another hit on its hands. So far, it has everything a platformer 


A Klonoa has same 
of the coolest look- 
ina levels seen in a 


platform fiHe, and 
they are extremely 


varied. You'll never 


hear yourself soy, 
"Hey, I've Seen this 
somewhere before! 


A Since these little buggers have shields, you 
will have to iump aver them before you con 


4 While the frocks limit your freedom of mov 
mem, multiple paths are available for you to 
explore along Hie way. 


actually make your attack 


should, while maintaining 
a fun and distinct person- 


4 To help keep the gome flowing 
smoothly, the cut Scenes use the 
graphics ham gameplay. 


A In the final level of the gome, you will have t 
race against the computer's best time for a par 
titular level, beat it, and you can continue on. 


► Ifs a call No, ifs a 
squirrel' Well, we 
don't know whot 
Klonoa is, but If is 


prelty cool-looking 


that contain them 


Kionoa's main character basically 
only has two abilities, but you 
can use them in tandem to do 
many different things... 


UJ-HO'5 t-h-e 


After each episode in Klonoa, you must defeat a specific boss. 
Each one has a certain body part that is vulnerable to youi attacks 
but it's up to you to figure out exactly where it is. 


& After grabbing an enemy, you can 
perform a coal double-jump by actually 
frouncing off of its body! 


a You con also throw your enemies at 
ony other baddies that you may come 
across. This is the only way you can 
defeat the inhabitants of Klonoa, 


A BOSS 2; Dodging is key when fighting against 
this '"shark" boss. You will have to wait until its 

attack it, 


A BOSS 3: You will need to practice your jump' 
ing skills for this boss, since its weak spat is 
located at Hie top of his armor, 


A BOSS 1 : The key to stopping this monstrosity 
is hitting him in the butt. This is harder than it 
sounds, because he rarely faces away from you. 


jumps 
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Publisher TBA 
Developer Kalisto 


Release Date First-Quarter 
Type Action/Exploration 









Play the role of Bruce Willis as 
he saves the world once again 


eve raging the experience it gained from 
Nightmare Creatures, French developer Kalisto 
hopes to make its latest title, The Fifth Element much 
more than just another med ocre movie-licensed game. 

The game will follow the movie's storyline 
rather closely, although some deviation cannot 
be avoided. 250 years In The future, the 
Earth is threatened by an enormous 
meteor that contains an extremely 
_ powerful evil, As either 
Korben Dallas or Leetoo, 

"the perfect being, JJ you 
will have to fight your way 
through 15 levels that con¬ 
tain more than 16 different enemies. 

Like Nightmare Creatures, a lot of the 

game is based on 


il 


Much like in Nightmare Creatures, 
players will be able to play as one of 
two main characters. In some 
instances you will be forced to com 
trol a particular character (just to fol¬ 
low the movie's storyline), but most 
often the choice is yours: 


a Korben Pallas Is year average, everyday 
taxi driver, who just happens to be In the 
wrong place at the right time. He specializes 
in weapons, and is particularly effective 
when up against a large number of enemies. 


4 As the "mast perfect being in the universe/ 
teelao certainly has a lot to live up to. She is 
a master of hand-to-hand combat, and she is 
also extremely agile. You'II need to use her 
speed to dodge traps and keep her out of 
other potentially dangerous situations. 


-5 ! t V^V’UT-'V 

" -m* 




* Judging 
by the styfe 
of character 
designs like this 
one, you can 
tell that the 
game will very 
much resemble 
the movie. 


Hidden 


Entering a warp zone tike 


this one will transport you over 
to a different part of a level. 


Sometimes, the most obvious route 
is not always the correct way to go. 
Several hidden paths are located in 
The Fifth Element that will let you 
circumvent blocked areas. 


leeloo happens upon an area that is 
blocked off by a laser net, and it seems there 
may be no way to get around itv.* 


straight combat, with each char¬ 
acter having several attacks and combos in 
their repertoire. Lee-loo- will rely more on 
hand-to-hand fighting, whereas Korben 
will be able to use any weapons he 
happens upon. This includes any of 
the guns that were showcased in the 
movie, like the awesome Zorg rifle 
and all of its nifty gadgets! 

Still, The Fifth Element has a lot 
to prove. Fortunately Kalisto is aware 
of this, and is taking any means neces¬ 
sary to make this title the best it can. be. 
And from what we've seen, it looks like the 
company just might be able to pull it off. 


a One of TeeUxVs mast useful skills is her ability 
to crawl dawn low. You will use ft often, even in 
the first few "easy" levels of the game. 


A Steam and fag are presented m true 3-D, 
thanks to the programming techniques Kalisto 
learned from working on Nightmare Creatures. 


But as she looks to her side, she notices o 
little circular hand lie attached to the wall. 


A When Korben is armed with a gun, target 
crosshairs wilt appear on the closest enemy. All 
you have to do is dm and fire away. 


A Beautiful lighting effects ore bund all over the 
levels of The fifth f/emenf—they are a testament 
to the overall design of the game engine* 


Pushing it reveals a hidden tunnel that will 
lead to the formerly inaccessible area* 
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one psycho cyclist. 
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250 extreme errands, 
a whole city of hurt. ^ 




EXCLUSIVELY FEATURING 


f OT interactive 
Software 
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John Cain can pick up a horde of 
powerful weapons lo help add to the 
carnage, but his own rage can also be 


— ASC's adrenaline powered 

— blast-a-thon just keeps on 
getting meaner and meaner! 


4 Ouch—that's goita hurtl The explosion effects in One 
are beyond belief, and you get to see plenty of 'em. 


•Big N' Nasty Bosses 


One's bosses aren't only huge, they're some of the toughest you're ever likely to encounter 
From gigantic spaceships to creepy arachnids, they'll put your blasting skills to the test! 


a The ievd one boss is o powerful spacecraft with 
a knack for setting the floor aflame. 


A The giant spider boss is one arachnid that you 
definitely don't want to tick off, Ooo, ickyl 


■RfZ&viUws 


Publisher ASC Games 
Developer Visual Concepts 


Release Date December 
Type Action/Platform 


SJf 1 


harnessed to defeat his opponents 




A Don't blow up the underwater glass tunnel, a Ah, an open room with no covej^Hthe per 

or you'll be fiih food for the nasties outside! feet opportunity lo waste some enemies! 


► John Cain—a man 
who really, really 
needs to let off a little 
bit of steam. Just be 
glad he doesn't deliver 
your mail! 


is still 
just a 


he dark future of One has undergone a lot of changes since we last showed you 
the game way back in issue two, but one fact remains the same—the game's hero 
every bit as enraged, and he's not afraid to let the worid know it! Wouldn't you be 
little upset if you woke up one day to find that one of your arms had been replaced 
with a cybernetic weapon? Sure you would! 

So what's new in the latest version of the game? For starters, 
it's obvious that John Casn's quest for payback will definitely not be 
a walk in the park. More enemies now fill the game s sprawl¬ 
ing stages, and worse than that they r re smarter than ever. 
A host of sinister new bosses have been added, along 
with an underwater stage—which only means much 
more difficulty for poor John. Thankfully though, for 
John's sake, each stage now has many new background 
elements you can destroy to send even more adren¬ 
aline coursing through his veins. 

On top of all this, many of One's 
graphical touches and sound effects 
have been fine tuned, and a pulsating 
synth-rock soundtrack has been put in 
place to drive the action along. If 
you're a fan of John Carpenters 
Escape From New York score, then 
you're in for a real treat. 

Action game fanatics take 
heed: ASC is betting that One will 
send you through the roof. And if 
what we've seen so far is any indica¬ 
tion, it just might succeed. 


Un 


4 The underwa- 
ter area's tunnels 


At press time, One's newest 
level is an undersea complex 
chock full of relentless baddies. 


are swarming 
with tans of one 


mies to destroy. 


i 

Vm 


T 
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A Hitch a ride an tap of this floating cube and 
kick some geometric butt! 



Just when you thought the mayhem Could* 
n't get any crazier, you can unleash this 
deadly wave of destruction when Cain's rage 
meter maxes outl Always a showstopper. 



Nat all of Cain's power-ups ore dependent 
on rage. This powerful rocket launcher is 
proof that even a calm John Cain kicks butt! 



A Why the healthy shine? The right dog 
food? No, it's what happens fust before 
unleashing a lethal high-speed running attack 
when Cain's rage meter es almost full. 
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Publisher Eidos 
Developer Care 


Release Date First-Quarter 
Type Action/Adventure 





■Rogues 


As opposed to the well-dressed 
punks and carnivorous animals 
found m Eidos' other third-person 
titles, Deathtrap Dungeon features a 
host of colorful and unique baddies. 
With more than 50 villains focused 
on eliminating the hero, the action 
remains fresh throughout. 


Jt r i tike the old saying goes: "The only 
thing more dangerous than a giant were- 

UMiF If rrt ifinnt luamuinlF wilii 


S fter the success of Tomb Raider and Fighting Force , Eidos has gone 
back to the same third-person format with Deathtrap Dungeon. This 
title stands out, however, because of its unique fantasy design. Players will 
spend most of their time in dark castles, surrounded by supernatural bad¬ 
dies and fantasy novel standards. More than 50 different types of villains 
populate the dark fortresses that players must battle through. 

The setting also offers a unique take on the standard weapons and 
warfare. Instead of being limited to hand-to-hand combat and a 
i few standard weapons, players have a host of magi- 

cal blade ®■, projectiles, and dangerous spells, This 
V . Jtej adds a distinct strategy element to the gameplay, 

as 3pells and weapons can be collected and 
' used whenever necessary. Players will 

find themselves fighting almost con- 
P stantly, as well as solving puzzles along 

the way. It's apparent that Eidos is trying to combine the 

best aspects of its other third-person 
titles, and if all goes well, it will 
have another hit on its hands. 


k Even though this skeleton is dressed in a 
jester's outfit, its attacks ore no laughing 
matter. You have no choice—bludgeon it. 


Eldody 

Good, 


Eidos spruced up the action in 
Deathtrap Dungeon with a 
serious amount of gore. Every 
sword-swipe or weapon's fire 
sends nasty bits of the victim 
flying across the room! 


A couple of solid hits with your sword 
will turn a beef guy into a pile of bloody 
pieces. Yep, that's pretty gross, alright. 


After a particularly vicmhus fch3 H16|i the 
blood n gore ends up high on the walls 
and ceilings. Hey, youVe been warned. 


< Hero to the 
realm, or Missing 
Link? Just check 
out that cove- 
mo n chin,,. 


A Apparently, 
medieval cheer¬ 
leaders just could¬ 
n't afford tops. 


Eidos plans to take the third- 
person genre back to the Dark Ages 


A Even though this castle was made in the Dark Ages, 
the architect was nice enough to include an elevator. 


A It's not all swards and sorcery, in fact a blun¬ 
derbuss is quite effective in the heat of bottle. 


d This fierce woman is the 
other character you can 
choose to play os-’-she's 
wearing much more than in 
the earlier versions. 


A These 
walls may be 

clean now, but soon they will 
be covered in evil blood... 


A Skulls, wine barrels, and 
assorted henchmen—the 
staples of any competent 
medieval interior decorator. 


* fsm igge 


-A- 




JflNUSRY 
















































■-4 •.-■“'i 




Publisher Activision 
Developer Activision 


Release Date February 
Type Action/Platform 







1 You con bet HKis monster will be 


one mean mother 


► Ugh, what 
a revokin' cnt- 
ter. Remember 
when It was 
just snakes and 


crocodiles? 


Things heat up for Pitfall - 

Harry in the lava-filled levels 
of Activision's newest action title 


ftfall Harry is back to save the 
world once again—this time 
journeying deep underground through 
lost cities and caverns, and at one point 
even passing through a fiery volcano! 
Activision has littered these levels with 
enough tough jumps to challenge even 
the best platform gamers. 

Of course, Pitfall 3D isn't fust about 
jumping. Our hero wilt have plenty of 
good opportunities to use his trusty pick 
ax p namely on the legions of bad guys 
(both old and new] that five deep 
underground. Also, Harry wilt 
aiso be able to pick up 
numerous power-ups 


T One of the more 
impressive 
□sped* of 3-D is 
its use of dromotit PEny- 
Stabon lighting effects. 


to make his life a little bit easier, as 
can't survive on pick ax alone. 

At! classic platform games nave boss 
levels, and this one is no exception. Each 
boss is unique. So unique, in fact, that 
Activision built an entirely new engine 
just for the boss levels. Expect to be 
challenged in strange new ways each 
time you meet up with a boss I 

With some nifty lighting effects and 
cool bosses, Pitfall 3D should have 
enough action to satisfy even the most 
demanding platform gamers. 


M ' Hfflm... Things furs have changed 
since the old Atari days, I sure 
am better looking—just 
look at my Hair and hip 
leather jacket!" 


T-h-e -heat is On 

Once he makes his way to the inside the volcano, Harry will have a 
lot of sweating to do before he can move on to the next levels. 


A Scorching fire rages everywhere around 
Harry inside the volcano, so step carefully,.. 


A Enemies come at you from all angles— 


yoi 

watch out for that flying fire demon! 


a Don't forget to pick up those crystals—you'll need them later to refill your health 


► When the vol¬ 
cano Starts to cot- 
lapse, it rains fiery 
death on every¬ 
thing below! It 
would he a goad 
idea to get out of 
the way, and quick.. 



0$^, 4 i 


Sure, Pitfall 3D has tons of 
monsters to whack, but lump¬ 
ing across moving platforms 
takes up a large pan of the 
gameplay. Those crazy plat¬ 
forms move every which way, 
and unless you're paying atten¬ 
tion, it's curtains for Harry. 


And land safely on solid ground. Whew! 


Grab the floating gold and make a jump far it, 


aver 
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COMMAND £ CONQUER 


FOR THE 
PLAYSTATION™ 
GAME CONSOLI 


Over two dozen Allied 

.. 

and Soviet missions on 
two action-packed CDs. 

Fight over land* sea and 
air with MiGs, spies, 
destroyers, submarines 
and more! 


Take the ultimate 
challenge by fighting up 
to 3 Al opponents in 
SKIRMISH mode. 


Battle maps are up to L 
times larger than those 
in Command St Conquer, 

Three game difficulty 
settings* 

Dozens of close-ups and 
action movies. 

Sped a I ly-designed 
interface with completely 
reworked graphics for 
your PlayStation™ Game 
Console. 


Plays tai ion 


Cummarid £ Conq.jc' is a rt^iiitred ir-ademarfc or", and 
CM-Jinrnir-d fl Conquo Rf^d Artsi c. ie a irademai k of. 

We Slutl.Ir.< 1 997 Wtif.worjd Sin ::h?v. ■< 

A'< i PlayStation and [h* PlayStation logo; 

arc T r 2 v rr --:i''if.i of So*y Co«ipur*- EntfriiainiTwr-t. Inc. 
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S PlayStation 



Presenting Masters of Teras Kasi, an all-out fighting frenzy featuring 9 Star Wars 


characters and introducing a new villain masterfully trained in the ancient martial 


art of teras kasi. Battle through 9 action-packed arenas. Engage in weapon-to 


weapon or hand-to-hand combat. Wield lightsabers, blasters, flame throwers and 




a" ft 1907 Locasim Lid. and LucasAifc Enlgrtainmem Dornpsi^. Al Rights Reserved. Sat INtts and the UtasAds tog-3 are segeleied litfemaite and ta&rs ol Ms «Casi te a tradeiraist 1* Lucasf.lir : M, used under aulhodalaL 
PlEj'SeaJkin and the Pt^Statiu! logs ana irsdemaiks olSoifl Compass HBrtmrent itK. 
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battle axes to engage in the ultimate conflict. Heck r even the 
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Empire never struck back this hard, www.lucasarts.com 
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Publisher Acclaim 
Developer Probe 


Release Date April 
Type First-Person Shooter 





n 2113 A.D. r arrogant Earth scientists try to 
harness the ultimate energy source. In their 


attempt at controlling matter at its most basic level 
the scientists start an uncontrollable fusion reaction 
that wipes the Earth of all life (oops!). The ruling 


if yours going to battle it out with relent¬ 
less robots, then you're going to need 
some weapons. With over 25 of them to 
choose from, you can be very creative in 
your mode of attack. Some weapons will 
even have cameras mounted on them— 
for instance, the "missile cam" lets you 
view your enemies up close before 
they're blown to pieces, and the "mine 
cam" lets you see when an enemy gets 
dose enough to the mine to detonate it. 


body of the larger known universe then moves onto 


the scene and removes from Earth all that is valu¬ 


able, leaving an armada of robotic military personal to 
guard the dead world. And so the story goes in 


Acclaim's new first-person shooter, Forsaken. 


You assume the role of one of the pirates and 
mercenaries who come to Earth to raid what is left. 


You pilot a "poincycle" fa hovering speedbiketypeof 


vehicle), and use over 25 weapons to battle your ■■ 
way through the countless robots guarding the plan¬ 
et. Each of the different characters ano poincycles 
have their own attributes that will affect the game- 

play. To separate itself from the mass of first-person *- 

shooters out there, Forsaken is going a long way to make 


a The cool lighting effects add a lot of pizzazz to the intense 3-D 
action. let's just hope that the gameplay keeps up with ihe graphics 


A The powerful 
Double laser's 
greatest attribute is 
its extreme long¬ 
distance range. 


A This desirable 
weapon fires $ev 
rackets at an ex¬ 
tremely fast rate. 


each level a vastly different experience. Levels will take you 
underwater and into large subterranean tunnels, although the 
feelrng will not be as claustrophobic as many of the other 
games in the genre. The battles even reach outer space! The 


objectives of each stage are also different—in one level you 
may have several mind-numbing puzzles to solve, while the 


next offers an intense dogfight in which your finger will never 


leave the trigger, A split-screen death match mode will also 
add much-needed lasting gameplay to a genre that has so far 


A Gravgon 
Missiles create an 
orb that captures 
anything that 
passes through it. 


A You can use the 
PyraFite short-range 
flamethrower to turn 
enemies into campfires, 


produced few titles that are fun over the long term 


With a PlayStation library of visually stunning games 


A Here's a typical hallway rrt one of the 
subterranean tevels. Notice the path in front 


Forsaken is looking to take its place as one of the most fla- 


vorfui pieces of eye candy yet. Comparisons will be made to 
Descent but this title really wants to make a unique 1 mark of 
its own. Lightsourcing will be completely over the top, as well 
as the 3-D sound, providing for a completely immersive ganv 


tfwt make* this 
game so intriguing is 
the variety of ways 
It) play, One* and 
k two-player 
Bl modes, as well 
& as a bathe 
K mode, should 
\ give the 


► Here's the Stan 
dord dumb fire 
weapon that 
comes with 
your cycle. 


ing experience. Forsaken is looking to take its place as the top 
first-person shooter on the PlayStation. You can expect more 
to come on this hot-looking title in the future! 


game an 


extended 


W 4 Power-ups 
are scattered 
throughout the 
levels. Stock up 
and get busyl 


Raid a ravaged Earth as an intergalactic scumbag 


4 f oetoid is a 


ter who is sealed in his 
plenty de far survival. He, 
Of "it," is as ruthless 
_ as it gets, with no 

human thoughts or 
morality—only a 
wW twisted sadistic 

W motivation. 


a The two-player,, splihscreen combat mode h the best 
way to play this game. Death matches against a friend 
are probably the best experience you can have with 


Forsaken has several marauders you can 


any first-person shooter. 


play as. each with their own unique abilities 


and motivations. They are all basically scum. 


couple of them...at 


known 


Superior 


Babe with the Blades. 


\ Before her pirating days, 

uininnt iwor 


this violent psycho was part of a gruesome 


xeno-rincus. She carved up members of the audience who were 
promised lots of cash if they could hold their own against her. 


His rock V roll attitude 
intimidates his adversaries. 


of the characters to 
hopefully will make 


A You'll be able to customize ai 
your personal preferences, wbi 
for lasting go-meplay. 


Guess what? None did. 
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Blast thE chains of slavery straight to Hell. Join the rebellion and fly the 
hottest ships in the stars. You 11 master six unique craft in your quest, each 
with different flight characteristics and weaponry. You'll fly more than 70 
unique missions, success or failure determining a destiny that lies along one 
□f five different paths. The cost of freedom is high. Are you willing to pay it? 
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Publisher Sony CEA 
Developer Krunos 


Release Date January 
Type Fighting 









trails and cause damage when they hit you. 
They also knock you down, Idling your oppo 
nerrt get in a free attack. 


A Although easy to see, mine cars will take 
off quite a bit of damage if you get in their 
way. Just be sure and stay a safe distance 
away from the tracks! 


A AhKr yes—fighting games have no better moment 
than when you get to get to gloat over your oppo¬ 
nents demise. In the immortal words of the Shogun 
of Ha Hem, "Kiss my Converse!" 


j The slime pits in Plagued level contain cm 
extremely toxic substance. Standing in it will 
cause your energy bar to slowly drop. 


A Welcome to the Fun House, where the room spins 
around along with your head. Same of the levels in 
this game may nauseate any person who views 
them—clowns, however, will love them. 


This game's gonna get medieval on your. 


< This 
brutish 
looking fellow 
is called Mckrieg. 
^hack-mstash" fight* 
prettiest, 
ffective. 


i mMunMi 

Cardinal Syn lias no real rever¬ 
sals, so characters will be 
forced to block constantly. On a 
few occasions, you might get 
the chance to push your oppo¬ 
nent away from you—simply 
by hitting the LI button when 
your opponent is dose by. 


ver the past 
year, we've 
experienced a bit of a 
lull in fighting games. 
We did have big releases 
such as Street Fighter EX Plus 
and Bushido 8iade t but overall, the 
genre was pretty quiet and lacking many A+ 
titles. Fortunately, this new' year brings an 
entirely different story—hits such as Tekken 
3, Mortal Kombat 4, and possibly Street 
Fighter Ilf will be coming home to Play¬ 
Station. But the first major release of '98 
actually won't be an arcade port, but rather 
a joint project between Sony and Kronas, 
the developer behind Cnticom and Dark Rift. 
The name of the project? Cardinal Syn. 

Set in medieval times, when swords and 
magic ruled ihe land, Cardinal Syn gives 
gamers eight main characters (IS if you 
count their alternate forms and the two 
bosses) to choose from, each armed with 
some sort of bladed weapon, And while this 
is not unique in any way, the locations 
where these fighters do battle are. Instead 
of the traditional arenas you would find in 
any standard 3-D fighter, Cardinal Syn takes 
place in 18 open and relatively large environ- 


► Plague is 
brought 
back to fife 


merits. Ranging from underground mines to 
churches, these locations not only give char¬ 
acters plenty of ground to fight in, they also 
challenge them with interactive environ¬ 
mental hazards. Slime pits, lava flows, and 
proximity-activated spikes are but a few dan¬ 
gers you will find. Knocking opponents into 
these lethal traps causes them damage, 
which should add a higher level of depth to 
the strategy in the game. 

From our early look, Syn seems to rely 
on the same basic combo system that both 
Cnticom and Dark Rift use, which means 
the game should have numerous chain com¬ 
bos and special attacks for gamers to dis¬ 
cover. Kranos has also said that there will be 
plenty of dismemberments and gruesome 
finishing moves for gamers who are into 
that sort of thing—arid who isn't? 

Combine the gore, open arenas, and 
beautiful lighting effects, and you have a 
fighting game that is going to get a lot of 
attention on its looks alone, Let's just hope 
that Kronos isn't focusing purely on the 
graphical eye candy, and plans to release a 
serious fighting game with some solid 
gamepfay elements as well. So far, it looks 
like these guys could be on the right track. 


Most of tite levels in Syn contain some 
sort of "trap" that you can use against 
your opponents. The "push" button, 
LI, will knock your opponents into 
oncoming mine cars, a nearby toxic 
slime pit, or any other environmental 
hazard, causing them damage. This is 
a rather innovative idea, and it should 
p rov ide I or st >me int or os ting ba tiles! 


These bursts of flames Travel down the lava 


lowers, He s 
a pretty 
creepy dude. 


► Massive amounts of hfood 
and gore are always wel¬ 
come additions to any fight¬ 
ing gome, and Cardinal Syn 
has plenty of both. 
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* Not all of tfhe combat is limited to weapons— 
virtually every character has some unique set of 
special attacks, such as this fireball. 


When characters are for apart, the cam.' 
Ora looms out, allowing a dear view of the 
entire arena, This i$ a good time to pick up 
any power-ups that are lying, an die 
ground. You can also see any hazards 
around you and easily dodge Hiem. 


A Not all of the arenas are located inside—this 
one takes place an a large bridge surrounded 
by a waterfall. And while it's one of the nicest 
looking levels, it's also the smallest; 


A tf you make it to the end of the game, you 
will nave the unfortunate luck of fighting Syn, 
the sorceress. She relies heavily an magic and 
can be extremely difficult to defeat. 


par with Namco's port of Tekken 2, 
Syn has more fighting modes than you 
could ever wart. Here are just a few: 




... 


A When you play all the way 
through the game with a particular 
character, you ore rewarded with a 
playable alternate version of that 
character, Redemptor is the alternate 
version af the knight. Vanguard. 


A A standard for any quality fighter, a Training 
Mode allows gamers to practice all of the cool 
special moves and combos. Any command’s 
you input will show up on the screen as graph' 
kal icons, so you II know what you did right. 


* 
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a In each 
fighting arena, 
you will find several boxes 
and chests lying around. These 
contain various types of 
power-ups and items to 
strengthen your attacks. 
Sometimes, however, they con¬ 
tain bombs that will explode 
and cause you damage... 


A As soon as you get comfortable with enough 
of the game's characters, head over to the 
Team Bottle mode. You can choose up to five of 
your favorite characters and challenge a friend 
to an Elimination Match. 


► Nephra, the scantily 
dad Egyptian Queen, 
does her fighting on 
the inside of her pyra¬ 
mid. Her shield is 
formed from the spirit 
of art eagle, 
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i The zoomed-in camera view appears 
when characters are extremely dose to 
each other. While this allows gamers to get 
a dear look at the battle, it does limit the 
amount of area they con see around them. 


A If you position the camera correctly, you 
can use this third-person, over-the-shoulder 
view, While this view is not really practical 
for most people, some may pref er it when 
fighting against the computer. 


Since the areas' in Syn are so open 
and large, the gamepiay really calls 
k)f an intelligent camera. Besides 
being fast-moving, the camera also 
ha$ to be unobtrusive so you don't 
miss any of the action, 


A Made famous in Namco's Soul 
S/ode, weapon "light hails" 
odd a higher quality look to the 
game and make the combos 
much more en lovable to see. 


► Unlrke most fighting 
games available today, 

$y* uses quite o bit of FMV 
sequences to move the sto¬ 
ry! in e and the game along. 
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Available at fine retailers everywhere 

For more information and availability, check out 

WWW.THEGLOVE.COM 

OR call 1 - 888-96-GLOVE 

Licensed by Sony Computer Entertainment Arncrifo for use with the PlayStation game console. 

PlayStation arid the PlayStation bgo arc trademarks of Sony Computer Entertainment Inc. 


and Reality Quasi arc trademarks of 
Reality Quest Corporation 


Digital, Analog, and 
Simulated Analog 
Modes 


Wrist Motion 
Controls On 






. 


Arcade Style Button 
Layout 


* 100% Compatible 
with the Standard 


Controller for the 
PlayStation™ 
Game Console 


- PS Extrem e 

January 1998 


" The Glove is 
1997's most 
unique 
PlayStation™ 
peripheral ." 


Reality Quest's Glove 
takes peripherals to a 
whole new level ." 


- Next Generation 
Online 


" The coveted Glove 
is a truly revolutionary 
controller. * 


- PSM 

October 1997 
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Publisher Capcom Release Date January 

Developer Capcom Type Horror/Actinn 


► Lean -is a bit 
suited for action this 
rime, with lots more 
weapons at 
his disposal. 


Capcom's most anticipated 
sequel is almost upon us 


A Moss destruction is oil that remains of the zom¬ 
bies' rampage. Endless fires and collapsed struc¬ 
tures ate what greet you when you arrive at the 
roof of the police stallion. 


a Gosh, three zombies devouring a corpse. 
What's a person to da? Just like the song says— 
you gotta know when to walk away, arid you 
gotta know when fa run... 


Too IYIany 




Around every corner ere groups of 
zombies waiting to eat you alive, 
Keep your eyes open r or they might 
just turn you into a tasty treat, Most 
often, the safest course is to save 
your ammunition and carefully run 
past them, if you can. 


a s Resident Evil 2 f s retease date 
approaches, more details have 
been reteased about the gameplay and 
the new characters. As most of you 
know, the game is divided into two discs, 
with each disc devoted to a particular 
character. Leon is the token reckless cop 
with a good sense of humor, and Claire 
Redfieid is the light-hearted woman with 
a bit of a wild side. 

One of the cool new features that 
Capcom is adding is a new gameplay ele¬ 
ment dubbed "The Zapping System." 
Basically, this gives the game a ton of 
replay value. In the first Resident Evil, you 
could choose to play as either Chris or Jill, 
but when you finished the game,, that 
was it. You could try to play through the 
whole game again to get a better ending, 
but all the standard gameplay elements 
remained the same. In Resident Evil 2, 
you can play several different episodes, 
and they are quite a bit different. All you 
have to do is play through an entire disc, 
and then save the completed game to a 
memory card, As you play through the 
game a second time, you will notice that 
elements such as object locations, story¬ 
line, and endings have completely 
changed. And since you can play as two 
different characters, you wifi probably 


want to play through the game at least 
four times just to see everything. Talk 
about true replay value! 

The game now has 10 different types 
of zombies roaming around, including a 
new female one, and their intelligence 
level is much more sophisticated. They 
will actually try to corner you f The devel¬ 
opers have also decided to slow down 
the movements of the zombies, to make 
the game more theatrical. They also 
added more animations to simulate more 
"realistic" movements. You will definite¬ 
ly be having some Night of the Living 
Dead flashbacks. 

With all these improvements and 
other surprises, Capcom has proven that 
it can puli off a quahry sequel The final 
version of RE2 is still a few months off, 
but we can already say that it will def¬ 
initely be worth the 
wait, We're ho[> 
ing for a com¬ 
plete review 
next issue! 


A A major change from the demo found in Hie : 
Director's Cut is the presence of Hiis van. ft blocks 
your way and farces you to find another path 
into the police station. 


A While mast of die game will keep the player 
inside the police station and other buildings, in 
some instances you wilt get a chance to walk 
around and explore the outside. 


► Claire may 
not be quite 
as action-ori¬ 
ented as 
Leon, but she 
stilt packs a 
mighty big 
whaDop* 




A A lot of Hems will be lying around for you to 
find, so you will need to search every nook and 
cranny of the game. This ordinary-look ing brief¬ 
case holds some ammunition far your pistol. 


* Aside from a city full of zombies, you'll also have to 
plenty of other hornfrc creatures. They 
he truly bizarre to the just plain gross. 


go up 
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Publisher Activision 
Developer Luxoflux Corp. 


Release Date March 
Type Car Combat 






A The graphics incorporate many of the 
Pic/Station's top special effects. This 
lens flare is just one example. 


A With the Pinto's notorious reputation 
for exploding when hit in the rear, it's 
effectiveness m a battle is questionable*.. 


a The cars can take a tan of abuse, but 
the wear will eventually show. Notice 
the camper's broken windshield. 


A Drive your Pinto straight through the 
middle of hostile oft fields! Qrtfy in 
videogames, only in videogames 


A Some of the weapons hove the ability 
to lock on to your opponents, such os 
this camper's guided missiles. 



but Act vision has also managed to throw its pletety interactive, which 

own ideas into the car combat genre. means that you can blow 

Vigilante 8 takes place exclusively in the up literally anything in 

Southwest continental U.S. You choose to sight from every structure and building to the 

play as one of 12 characters, all of whom are actual terrain that you're driving on. 

members of two rival gangs battling each Each car has the same six standard 
other for domination. The action centers weapons: machine guns, dumb rockets, guid- 

around arena-type battles that go down in 12 ed missiles, mortars, mines, and a cannon tun 

city and off-road environments. Gameplay ret. And unlike Twisted 2 t each weapon is 

locations include the Hoover Dam, an oil field, actually mounted onto the car, so there's no 

a ski resort, a casino city (much like Las firing missiles from an imaginary missile 

Vegas), and a stunt track featuring a 360- launcher hidden in the glove box. Also, as 

degree loop. The levels don't have specific weapons run out of ammo, they actually fall 

objectives, they simply pit your car against off the car. Each car also has a special attack 

cars from the opposing gang in a violent, all- unique to the character (for example, the 


The 12 arenas you do battle in 
are true to the time and loca¬ 
tion, and they are completely 
interactive. You can blow every 
structure in the game to bits, 
and the terrain itself will change 
as it's pummeled by the power¬ 
ful munitions of the different 
cars. Explosions will leave crat¬ 
ers in the ground that cause 
some serious damage to the 
vehicles that drive over them! * Wo t , ' L “'! 1 fo l^ tr tT *** e * pkliioni . 

leave behmdH-thay'rs hell on your suspension! 


A You can fake out every structure in the 
game, and they don't jus! Wow up—the 
destruction comes in many unique flavors, 


character Beezwax has a ' r killer bee" attack) 


Vigilante 8 promises to be fast and furious 


Even though it's early, all this insanity is 
already running at 30 fps. A two-player split- 
screen mode is in the works, ensuring some 
intense death matches. Twisted Metal 2 
could be in for some serious competition! 


4 You gotta love the overwhelming cheese-a camper, armed fa the teeth, 


a The collisions are really impresshra—check 
out that Bronco flipping around! 


A Missiles away! iach weapon has its o\ 
cool special effect and destructive power. 


By taking car com¬ 
bat off the streets 
and going offroad, 
Activision has 
opened o whole 
new world of jpossi 
bilEHes, Big ah is 
only one of them! 


A It s hard to soy exactly what make this tar 
h —it could be □ cross between o Mustang and 
a Chevy Impale. It looks ike a piece of junk 
you'd find on the side of □ desolate highway! 


- This car draws its likeness from either the 
Datsun 230 or some other mid-70s sports car. 
The extra muscle under the hood conies in 
handy when you're trying escape death. 


The sad little Pinto has always been the butt 
of many a joke, but in VigjJonte B, it's lookin' to 
get some payback. Driving across the waste¬ 
lands in your Pinto—now there's a game! 


Vehicular violence takes on a new look 

wisted Metal 2 is one of the greatest 

Completing a series of lev¬ 

PlayStation titles ever, so it was only 

els will unlock new arenas 

a matter of time before someone copied the 

as well as new cars. The 

premise of Sony's hit. Vigilante 8 is the result, 

environments are com- 
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Publisher Sony CEA 
Developer Hudson Soft. 


Release Date Second Quarter 
Type 3-D Fighting 





* It just wouldn't be a fighter wilh 
out a gratuitous butt-shot or two. 


a Yu go takes a bite outta AJice* Hey, nobody said "Beast Mode" was pretty! 


A Alice Has some serious leg power 


for jump-kicks. And just think how 
much more powerful they'll be when 
she turns info a giant rabbit! 


What sets Bloody Roar apart from 
other fighting games is the ability 
to transform into various beasts. 


The act of transforming can even 
be used as a weapon, as your 
character can perform special 


A Explosions of fight let you know 
when you make contact with punch 
es and kicks. 


good time whoopin' some butt! 


beast-moves" in this state 


CKfflLFN&EE 




Hudson's Bloody Roar will bring out the beast in you! 

* The title will almost certainly change 


tcrjf, 
don't tell me you 
haven't seen it! 


► When Yugo 


udson's Bloody Roar was easily one of the 
most interesting playable games at the 
Tokyo Game Show., and it marks Hudson's foray into 
PlayStation development. This 3-D polygonal fighter, 
another first for Hudson,, was originally an arcade 
game in Japan. What sets it apart rrom other titles is 
how the fighters can transform into various beasts, 
including a wolf, lion, mole, wild boar, tiger, rabbit, 
gorilla, and a fox. The beast transformation sys¬ 
tem in Bloody Roar produces various 

► Nice move, but I dp believe I've seen 
that attack somewhere before,,. 


A Yugo s gat acrobatic moved that would make Jet U proud I 


* pstn iggs ********************************************************** 


effects, but its greatest advantage is that some of 
the damage you receive in human form witi be 
replenished when you change into a beast How¬ 
ever, your character's weight will increase, so it's 
more difficult to pull off combos in the air, Other 
moves unique to your character will also become 
more powerful, along with your jumping strength, 
Of course, you can't transform just anytime you 
want—you can only do so when the beast 
transformation gauge is maxed and the 
letter "8 ,J appears in- the gauge. It's as 
simple as pressing a button. 
However, you will return to human 
form if you are hit too often. 

You can use the light that 
emits from your body when you are 
transforming as an attack, as well. If 
used properly you will be able to mus¬ 
cle in on your opponent's combo. 
Another nice touch in Bloody Roar is a 
PlayStation exclusive: in "Beast Rave" mode, you 
can increase the speed of the action for a limited 
time, and you can do combo moves you normally 
can't do when transformed into a beast. 

Fighting game creativity has been experiencing a 
bit of a lull lately, and Bloody Roar may well be the 
title that gets those creative juices flowing again. 


Bloody Roar has eight characters, each with their own 
abilities and super moves. Don't forget that you don't 
even have to transform into a beast to win, though ! 


Atop ifckw, i/:h to Right; Mitsui*a (wild boar), Alice frabbit), fax: 
(Fox), Long (tiger). Bottom Row, Left to RJghb Bakuryu (male), Yugo 
[waif), Godo (lion), and Greg (goH(fa) 













































































































Publisher Konami 
Developer Konami of Japan 


Release Date January 
Type Sports 




x Beat the minimum qualifying time and flaunt your victory in front of oil those other suckers- 


▼ Go obead. Challenge mo- Tell me I can't ski 
anymore- Tell me I can't skate as fasti Tell me I 
can't grab big air. Challenge me. I want you to. 





Konami's Track & Field franchise hits the snow 


m onami has set out to bring gamers time possible. Smooth and steady control is 

the challenge of last years Inter- the name of the game in each of the four 

national Track & Field in its officially licensed speed-skating events, The Bobsled and Luge 

Nagano Winter Olympics '98. require quick counterbalancing as your sled 

Those who found last year's summer zips along the icy curves, and the Ski Jump 

games effort addicting wilt find themselves demands timing and accuracy to increase 

right at home in Nagano. Using detailed 3-D your leaping distances. The oddball event of 

graphics and motion-captured athletes, the bunch, Curling, has a chess-like strategy 

Konami gives life to an otherwise dreary win- that just begs to be mastered, and the button- 

ter wonderland. But unlike Track & Field, but- memorization gameplay of the Freestyle 

ton-mashing isn't Nagano's focus. With the event gives Nagano Winter Olympics '98 a 

huge variety of events in this game, you'll total of 13 different games, 

need to learn distinctly different gameplay Also, you can gather three of your friends 
techniques for each of the different chal- around the warm, toasty television for one 

lenges. No "turbofire" cheating here, buddy! heck of a winter challenge. Don't think only 

The four downhill events for skis and the real Olympic athletes will have all the fun 

snowboard require a fast-paced racing style in February, because Konami's Nagano 

to speed down the mountain in the fastest Winter Olympics 98 is looking good. 
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A This games jam-packed with Olympic * lt f 5 a litHe disorienting flipping around like 

winter events, featuring 13 m all. a maniac, but the crowd sure does lave itt 



« You get o real sense of speed lipping A If skis aren't your thing, you can always 

down me mountain trails. strap an the snowboard and catch some air. 


r 

■Event 

■Horizon 

Like in last year's International Tack & 
Fold, you'll need to qualify tor many 
different challenges in Nagano Winter 
Olympics. The following are just a few 
of the games you need to master. 

L 



a Strop on the skis and cruise dawn A The Freestyle Aerial events en- A The silky-smooth speed skating a Curling: Cross bowling and shuf- 

the mountain in the slalom events. courages you to go crazy in mid-air! event is the fastest race on ice, fleboard, and then put ct on ice. 
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below. Sleep doesn’t come easy 


in room 23, But for 19 year-old 


Ray Cooper, it has nothing to do 


WITH THE NOISE. AS HE SAYS, “IT’S 


BECAUSE EVERY TIME 1 CLOSE MY EYES, 



Ch”i 

O 



Im iJ I 


Top: The Second 
Coming, slated for 
this fall. Bottom: 
Preparing for her 
return. 


ALL 1 SEE IS LARA CROFT.’ 



You've been warned 


EIDOS HINT LINE 1-900-773-4367, Cost of call $0.95/minute. Must be 18 years or have parent’s 
permission. Touch-tone phone required. Eidos Interactive, Core.Tomb Raider. Lara Croft and her likeness are trade¬ 
marks of Eidos, Pic. ©I997 Eidos.PlayStation and the PlayStation logo are trademarks of Sony Computer Entertarnment Inc. 






















ultra gameplayers 

focuses on all the major game 
systems currently available 
(including PC) and provides a 
monthly buyers 1 guide to all 
new releases. With Its 
intelligent humor and sharp, 
accurate journalism, ultra 

gameplayers? editorial 
gives a funny and irreverent 
look at games. 

Game Players was the first 
viedo game magazine in 

America. Relaunched as 
ultra gameplayers, 

it’s still the best. 

Call 1-800-706-9500 
to receive your 
FREE issue of 

ultra gameplayers 

at no risk. If you’re 
pleased with what 
you see, we’ll send 
you 12 more issues 
(13 in all) for only 
$19.95 - over 65% 
off the cover price! 

With your paid order, 
we’ll send you the 
Book of Cheats - 
jammed full of tips 
and tricks for all the 
hottest games, 
absolutely FREE! 

Offer good in US only. Cover price is S4.99. 
Canada: SUS 33.95, includes GST. Foreign 
$US 43.95. Prepaid in US funds only. Please 
allow 6-8 weeks for delivery of first issue. 
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elcome to a truly historic event—our very first PSM Awards 
Special! The following pages are a result of endless hours 
of debate, as we argued back and forth over which games deserved 
to he listed with the best of the best. 

In putting this together, the one thing we didn't want to do was 
simply copy what has been done before. Nearly every magazine has 
its own awards, and we weren't satisfied with the prospect of 
becoming just another voice in the crowd. As the definitive voice on 
the PlayStation, our job is to present the definitive PlayStation 
awards. So we decided to do things a little differently. 

With the advances in technology, videogames are becoming 
increasingly harder to squeeze into any one genre or category. This 
is a good thing. It means developers are using the power of the 
PlayStation as it should be used—to bring fresh new ideas to life 


that go beyond anything we've seen before. So, in recognition of 
this, we've decided to be the only magazine that doesn't give out its 
awards based on individual categories, instead, we re presenting 
our PSM Ten, a listing of the games that were truly the best of the 
best for 1997. 

This is a short list on purpose—we don't want to take away from 
the significance of the award by cluttering things up with tons of 
games. The games on the following pages were truly at the top of 
the class in 1997. We will still remember, and still play, these titles 
even when they're years old. Developers will look back to these 
games for reference and inspiration for future projects. These 
games made a difference—in their own small way, they will help 
shape and change the face of videogaming from here on out. These 
are the PSM Ten for 1997. 



THE HONOR ROLL 

Dur crack PSM review team awarded 
these games at least four stars during 
1997. Although only a few earned a 
spot in our PSM Tan, all of them were 
excellent in their own right and 
deserve special recognition, Keep in 
mind that several different factors 
went into determining our PSM Ten, 
and a games review score wasn't 
always the deciding factor. 


Ace Combat 2.. OOOO© 

Armored Core ........00001/2 

Brahma Force,,,,.....0000 

Bushido Blade.....00001/2 

Castlevania; 30TN,,..„......OOOOO 

Codename: Tenka...OOOOO 

Colony Wars............OOOOO 

Crash Bandicoot 2....OOOOO 

Croc: Legend of the Gobbos..0000 

Final Fantasy VII.OOOOO 

Formula One: Champ, Ed,,.,.,...0000 

G Police.....„ ,©0©G 

Machine Hunter....0000 


Mega Man 8............OOO© 

Mega Man X 4 ....0000 

Na notec h Wa irio r.. .OOOO 

NFL GameDay '98.. OOOOO 

NHL '98......00001/2 

Oddworld: Abe's Qddysee..0000172 

Parappa The Rapper...........OOOOO 

Porsche Challenge.....OOOO 

Power Slave......OOOO 

Poy Poy........OOOO 

Rally Cross...,,....,...OOOO 

Resident Evil: Director's Cut..OOOOO 

Soul Blade.,....,.,,.00000 


Street Fighter EX Plus..00001/2 

Suikoden... OOOOO 

Super Puzzle Fighter 2 Turbo .......OOOOO 

Super Street Fighter Col..,,..00000 

Tail of the Sun... .,„©OO0 

Test Drive 4.. ........OOOO 

Time Crisis ....OOOO 

Tomb Raider II,..,.. OOOOO 

Treasures of the Deep....00001/2 

Twisted Metal 2 . 00001/2 

Vandal Hearts..........OOOO 

Wild Arms.....OOOOO 


DUR OWN 
TOP TENS 

Jus! tor kicks, we thought 
we d iist our own individual 
picks. These lists don't take 
into account many of the con¬ 
siderations that went into the 
PSM Ten—they're based 
solely on what we personally 
enjoyed the most throughout 
the year, for no particular rea¬ 
sons. If you're into the same 
types of games as one of us, 
maybe you'll want to look into 
some of our choices. 


CHRIS' TOP ID 

Since I like all types of games, 
my list has a little bit of every¬ 
thing. But for my money, 
Castlevania just can't be beat 
Even after all these months, I 
keep going back to it. 

1. Castlevania: SOTN 
2 Crash Bandicoot 2 

3. Parappa The Rapper 

4. Final Fantasy VII 

5. Tomb Raider II 

6. NBA Live '98 

7. Street Fighter EX Plus 

8 . Bushido Blade 

9. NFL GameDay '98 

10. Armored Core 


STEVE'S TOP ID 

As you can see from my list, 
RPGs and fighting games are 
my favorites. It was easy 
choosing FFVII as #1 because 
of its depth and great design, I 
just can't wait until FFVW! 

1. Final Fantasy VI! 

2. Castlevania: SOTN 

3. Crash Bandicoot 2 

4. Street Fighter EX Plus 

5. Tomb Raider II 

6. Bushido Blade 

7. Super SF Collection 

8. Colony Wars 

9. Armored Core 

10. Oddworld: Abe's Oddysee 


NOAH'S TOP ID 

This has been a year of fan¬ 
tasies realized. Thanks to 
games like Colony Wars, G 
Police, and Armored Core, I've 
had the opportunity to do 
things! could only dream of! 

1. Colony Wars 
2 Ace Combat 2 

3. Test Drive 4 

4. Armored Core 

5. G Police 

6. Marvel Superheroes 

7. Tomb Raider II 

8 . Treasures of the Deep 

9. Cool Boarders 2 

10. Ghost In The Shell 


BILLS TDP ID 

By now you all know that I dig 
fighting and jet combat games, 
plus some shooting and plat¬ 
form stuff. But Parappa was 
one of those games whose 
originality just shows through. 

T. Parappa The Rapper 
2 Bushido Blade 

3. Ghost In The Shell 

4. Armored Core 

5. Crash Bandicoot2 

6. Tomb Raider II 

7. Ace Combat2 

8 . Time Crisis 

9. Super SF Collection 

10. Resident Evil: Director's Cut 
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Publisher: Sony CEA Developer: 
Date ol Release: 11/18 


CEI 


It's Parappa's originality and undeniable charm that made it an 
instant cult classic. The characters have won a place in gamer's 
hearts, and insane off-beat lyrics like "crack, crack, crack the egg 
into the howl" will still be rattling around in our heads long after 
we've forgotten most everything else. Years from now, looking 
back, Parappa will be one of the most memorable games ever. But 
above all else, no matter how bad a day you've had, you can't turn 

a smile. 
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Bushido Blade 

Publisher: Sony CEA Is* Developer: Lightweight /Square 
\ Date of Release: 10/17 

To fully appreciate Bushido Blade, you have to respect that 
this is the first honest attempt at making a different type of 
fighting game, rather than a simple clone of everything else 
that's out there. Almost all of today's "modern" 3-D fighters are 
still just variations of the gameplay established way back with 
Street Fighter II. Bushido Blade bucks most of the traditional 
fighting game trends, and thrills us with something complete¬ 
ly fresh and new, which is a rare thing. And be; 
resist vicious one-hit katana kills? 
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Publisher: Accolade Developer: Pit Bull Syndicate 
I Date of Release: 11/3 

If one genre didn't fully live up to our expectations in 1997, it 
would have to be racing games. Unfortunately, most racers 
showed little innovation and no real advances in gameplay— 
that is, except for Test Drive 4 This game exceeds in the cate¬ 
gories that really count: speed, physics, Al and beauty. The 
best and most accurate car models and physics in the indus¬ 
try will please the diehard car fanatics, as will the ability to 
drive some of the coolest rides from the 70s. For fa ns of racing 
games. Test Drive 4 ms the pinnacle in '97. 
























For years. Street fiij/tfer fans have been clamoring for something 
new, a true "next step" for their beloved franchise. And while you 
could certainly argue thatthe action in Street Fighter EX Plus real¬ 
ly isn't completely different from the other games in the series, it's 
amazing how well Capcom ported the classic gameplay to 3-D. 
Without a doubt, this is the fastest, most responsive 3-D fighting 
game ever made for the home. Add to that tons of new characters, 
plus cool, modern updates of favorites like Ryu and Chun Li, and 
you've got a fighting game classic. 
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Publisher: Psygnosis Developer; Psygnosis 

Date of Release: 11/5 

At first, you may be tempted to write this game off. Another 
space shooter? You say you're a military pilot, and you go on 
various missions? We've been playing games like this since the 
first Wing Commander! But actually sit down with the game, 
and it's a whole different story. This isn't just a nother title to be 
added to the genre, this is the new benchmark. From the 
detailed and varied mission structure to the awe-inspiring 
graphics, Colony Wars puts all other space shooters to shame. 
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Publisher: Sony CEA Developer; Sony Interactive 
Dale of Release: 3/26 

NFL GameDay '98 sets the standard for not only football 
games, but for all sports videogames. This is quite a state- 


it is equally successful at pioneering new sports game inno¬ 
vations, and combining those innovations with fundamental¬ 
ly outstanding gameplay. Madden is fun, but for all the same 
reasons it was fun years ago. GameDay entertains at the 
highest level, while also moving us ahead into the future. 
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Tomb Raider II 


Publisher: Eictos ► Developer: Core 
Dote of Release: Tl/TS 

If the original Tomb Raider ms a modern videogame master¬ 
piece, then what would you call the sequel? It features more 
moves, a bigger arsenal, vehicles for Lara to drive, and much 
larger levels with a wider variety between them. All this, plus 
you even get four new outfits for Lara to wear! Everything that 
made the first game great has been done bigger and better. 
The developers at Core clearly knew what the fans wanted, 
and they gave it to 'em in spades. 
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Pubits hers Sony CEA Developer: Naug hty Dog/ 

Universal Dote of Release: 1 1/5 

The leap from the first Crash to its sequel is amazing. Not only 


from the original, they've also added so much more—going 
way beyond just the sequel-standard extra moves and bigger 
levels to improve the quality of the game in its most basic sense. 
With the first Crash , Sony was just getting its feet wet, learning 
what it takes to make a traditional "mascot" game. But with 
Crash 2 t it has a full-on platform classic that can stand tall next 
to the most respected games the genre has ever produced. 
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Forget that the game had been hyped for nearly a full year 
before its release. Forget that it marked the first time the 
world's most popular RPG series appeared on PlayStation. And 
while you're at it, forget about the millions of dollars Sony bom- 
barded you with through countless TV and print ads. Strip all of 
that stuff away, and what you're left with is simple: a damn 
good game, You couldn't ignore Final Fantasy I HI It wasn't 
just another release, it was an event—the single most 
memorable videogame in 1997. 


Final Fantasy VII 

► Publisher: Sony CEA & Developer: Square 
►- Dote of Release: 9/3 
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Publisher; Konami Developer; Konami 
Date of Release: 10/2 

Surprised? True, heavy-hitters like Final Fantasy VII and Tomb Raider 
!i nay seem like more obvious choices for our Game of the Year top 
honor, but when you look past all of the hype, Castievania captured 
us this year like no other game before. Forget that it isn't 3-D. It does¬ 
n't matter. What you've 


as compelling 

after 50 hours as it was when you first picked it up. Maybe the "big¬ 
ger" games would have come in first-place any other year, but not 
when Konami is at the top of its game. 
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This guide contains a complete walk¬ 
through to the first seven levels in 
Zbmfr Jfriirfer 2 and should only be 
used when necessary. 


his is it, folks—the strategy we've always wanted to 
run! We couldn't fit the entire 77?.?strategy in the mag 
last month, so this month we're printing it all. That's right, 
were running levels one through seven again, plus levels 
eight through eighteen! This will give you the ultimate one- 

stop walkthrough to one of the best (and toughest) 

PlayStation games ever. If you've already memorized the 
first seven levels, skip on down to page 85, where Part 
2 kicks in. And if alter reading all 16 of these pages, you 
still get stuck, don't ask us—we're taking a vacation! 


Tomb Raider 2 

rhe wall-irhraugh, part ana 



Getting Started 

It goes without saying that you need to 
explore every crevice of the Tomb Raider 
world to find everything. Well take you 
through every puzzle for the first seven lev¬ 
els, letting you know what to do next. 


We purposely left out where any of the bad guys are, 
so you still won't know what's around each turn. 
Whenever you kill some baddies, check their bodies for 
ammo and health and any other surprises. It may be a 
little morbid, but you definitely need to check every 
dead body. 


We also left out where any of the secrets are. Each level 
will have a stone, jade, and gold dragon statue hidden 
somewhere in it. Finding all three will give you more 
ammo plus some other goodies at the end of the level. 
Well let you in on all their locations in a later issue,.. 
Weapons, ammo and health will not be noted either, 
and are up to you to find, 

The walkthrough is written in sequential order, so one 
point seads to the next. If you get lost, return to the last 
known location and pick up the walkthrough from there. 
Well.. Lara needs you, so let's get stalled! 

General Tips 

First, learn to judge distances in Lara's world. Count 
polygons, textures, or whatever you want, but you need 
to be able to tell just from looking whether or not you 
car make a given jump. You also must pay attention to 
which angles will make you slide when you step on 
them arid which ones will let you stand. Angled sur¬ 
faces are used extensively in almost every puzzle. 
Always pay attention to textures, and keep an eye out 
for cracks in the walls that you can hang from. 

In TR2 , there is no need to look around for save points. 
Now you can save anywhere! Take full advantage of this 
blessing and save after everything—after every jump, 
after every baddie killed, after every puzzle. This is espe¬ 
cially handy when you're faced with a series of difficult 
jumps or traps. 

Our heroine has also learned some new skills. You are 
encouraged to fully explore them on her new obstacle 
course, as you will use all her moves constantly 
throughout the game. The spin move, for example, 
comes into play much more this time around. She can 
even do it in the air! 

Level One: The Great Wall 

Topping the Wall 

You stan the adventure n a cave next to the great wall 
of China. As you enter, Lara will automatically look up to 



AY the game's opening, pa/ attention to where Loro 
looks—it's where you'll need to go. 


the left, providing a hint as to where you need to go. 
Find the water to the right to start your climb up. In typ¬ 
ical Tomb Raider fashion, there is no direct route. You 
will need to snake around and find all the right ledges to 
get to the opening in the building at the top. Once 
inside, drop through the floor in the corner to the next 
room. Jump across the ledge at the top of the stairs to 
reach the switch to open the door, 

Inside the Wall 

Out on the Great Wall, slide down into the water where 
part of the wall has collapsed. Grab the guardhouse key 
from the underwater cave, then climb back up and enter 
the previously locked tower. Climb the ladder to get the 
rusty key for the locked door to the next room. Move 
the rock blocking the following doorway to progress. 



Slide into the water from the collapsed section of walk 
You'll find □ key in the underwater cove, 


Inside the Wall 

Now things will start to get a little trickier, with a series 
of booby traps that require precision timing and fast 
speed. You will slide down a ramp to a hallway, which 
has shallow water and blow darts just under the sun 
face. Jump in the water, go directly to the left wall, and 


jump and hang. Travel all the way across the hall by your 
hands. Run down the hallway across the floor before it 
gives way. Run directly to the doorway at the end of the 
room to outrun the boulders, jumping the spikes at the 
end and sliding down and through the hole. After falling, 
run to your left and climb out of the pit before the walls 
give you a lethal piercing. Run down the next hallway 
across the floor before it disintegrates, jumping over the 
swinging blades. In the next room, the walls will again 
close in on you, Run straight down the hall without stop¬ 
ping to avoid the spiked walls and disintegrating floors. 
You will then slide into another room with one spiked 
wall that closes in on you. Fall through the hole in the 
corner to escape, and take a much-needed breather. 



Unless you like being sliced info flank steak,, avoid run¬ 
ning straight to the med kit in front of these giant blades. 


In the next area, resist the temptation to run right up to 
the med kit in front of the two large blades. Walk up to 
it carefully to avoid an early death, and grab some 
health, When you try to run past the blades, take a path 
along the left, aiming for the tall part of the opening on 
the other side. 



You will now be on the top ledge of a very large cavern, 
You will notice a zip line that will take you to the other 



The zipline will safely take you to the other side of the 
cavern, but do a Hide exploration before using it* 
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side, but again, don't just jump on it. Explore a little. Find 
the place where you can jump down the cliff to a ledge. 
From the ledge, you can make your way down to the 
bottom of the cave, Once down there, you'll get to duel 
with a couple friends from the last game. Take the 
zipline across the cavern to the other side, then take the 
passage to the end of the level, 


Level Two: Venice 

Getting the Boat through the Tunnels 



See those boathouse doors across the canal? You need 
to swim under them to get to the switch inside. 


the door, and nit the switch inside to open the gate to 
the tunnels. Go back to the boathouse and use the 
boathouse key to open the doors, 

Jump in the boat and head for tne tunnels through the 
newly opened gate. Light a flare to help you navigate 
the tunnels, When you find yourself in the larger room 
with all the pillars, go to the back left, corner to find a 
dock and a room with a switch. Park the boat all the way 
at the end and swim back to the dock, Hit the switch in 
the room to close the gale behind your boat. Climb the 
ladder, jump in the water, and hit the switch to open the 
door to the rest of the level. 



First, jump in the water and swim under the doors to 
the boathouse directly across from the wooden shack. 
Hit the switch inside ignoring the keyhole for now. 
Next, enter the wooden shack on the pier and hit the 
switch inside to open the trapdoor. Climb up the ladder 
to the next room and repeat the process, Once on the 
roof, shoot out or roll through the window into the 
adjoining building. Jump through the window on the 
other side to the awning. Finally, jump to the balcony 
so you can grab the key to the boathouse doors off the 
guy you |ust kilted. 



Jump back through the window and go through the 
door that the switch in the boathouse opened. Hit the 
switch at the end of the covered bridge, it will open the 
door you have to pass through next. Cross back over 
the bridge arid blow out the window on the right. Jump 
through it to the awning across the water. Jump across 
two more awnings to a ledge with a short ladder—the 
ladoer leads to the previously locked door. Go through 


Once you get the boathouse key, it's time to take to the 
canal*, speedboat-style! 




a Park the boat all the way at the end of the dark room, 
then shut the gate behind th 


Preparing the Canals 

In your boat, go to the left and stop at the first dock 
before the grey bridge on the right. Climb up on the 
crate and jump to the awning, then to the bridge One 
of the bad guys you kill will have a steel key that goes 
to the locked door across the bridge. Use the steel key 
to enter the room, then hit the switch to open one of 
the canal gates. Get back, in the boat and go back the 

.a-. 



way you came following the canal, Ignore the path to 
the right, and follow the canal to the end. At the dock, 
enter the building and hit the switch inside to open 
another door. Jump back in the boat, and go down the 
narrow canal on the immediate left. Turn left at the 
end and pull up to the second dock. Enter the room 
through the newly opened door. Grab the iron key 
inside, then ciimb the ladder to the second floor. Hit 
the switch inside to exit through the big door back to 
your boat, Now turn around and go back through the 
main canal, past the first dock you went to earlier 
before the grey bridge. Stop at the dock on the left 
where the other boat is docked. Use the iron key to 
open the door. Hit the switch inside to open the sec¬ 
ond canal gate, Everything is in place now—it's time to 
escape the level 


The Escape 



a Don't forget to jump at the last second when you blow 
up the mines with one of the boats! 


You need to ditch one of the boats on the mines to clear 
the path to the exit. Take one of the boats and ram ft 
into the mines blocking the exit, jumping clear at the 
last second. Jump in the other coat and make your way 
to the other end of the canals using the new narrow 
canal, now accessible with Its gates open. Look for a 
large ramp that takes you up to a covered bridge. 



The romp through the window is your only way out of 
this room. Buckle up, cause your gonna get some orr!! 


Drive your boat into the room just before the ramp and 
hit the switch inside. The switch will open the exit to 
the level, but it will close after a short time. A dock will 
start to count down as soon as you leave the room with 
your coat, You will need to know your route through the 
narrow canals to make it in time. You can also use the 
action button for an extra speed boost. 
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Level Three: Bartoli's Hideout 

Getting Inside the Mansion 
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-■ The room with the chandeliers poses all sorts of chal¬ 
lenges—primarily a lot of chan delier-di robing! 


To conclude level three, you're gonna have to totally 
destroy Bartoli's hideout* Sounds like fun, huh? 


The first challenge you face is a series of swinging 
blades down a ramp. Just avoid all of them by jumping 
directly into the water. Next you will be faced with four 
flaming platforms. You extinguish them by stepping on 
the wooden platform in front of the first one, The flames 
are on a timer, so you'll have to be qurck and nimble to 
get past the platforms. 

The Chandelier Room 

Use the angled block to pull yourself up onto the lowest 
chandelier, From there, jump up to the platform at the 
second-story window. Puli the switch there to open a 
trapdoor in the fireplace of one of the previous rooms. 

Biow out the window next to the switch ana go out 
onto the ledge. Fall down the hole to the right, through 
the recently opened trapdoor. You will be in a water- 
filled room with a door that requires a key (you will find 
the key later}. Swim to the switch on the left wall and 
hit it, opening the door to the right. Swim into the next 
area through the open door and go through the hole in 
the lower right corner. Find your way to the back of this 
area. Another switch opens a trapdoor above you, allow- 


Level Four: The Opera House 

Getting onto the Roof 


The swinging crate at the beginning of the level may 
seem daunting, but it's easily overcame if you're careful. 


You start the level outside of the opera house, but you 
need to get to its root to gam access inside. To get 
things started, walk to the far left edge of the platform. 
Inch all the way to the right, then jump to the balcony. 
Jump to the grey cement, platforms across the water. 
Hit the switch on the middle level to open the roof to 
one of the buildings. Return the way you came. Jump 
through the now-open roof, located across the water 
from the platform with the swinging crate. Try jumping 
from the far right to avoid being hit by the crate, inside 
the room, jump up on the crates to find the Ornate 
Key. Exit the room to the grey cement platforms, 
and make your way back to the wooden platform 
with the swinging crate. 


The next move is a jump to the t led roof along 
the right wall Fall and hang, then shimmy to 
the left and drop down when you can. 
Entering the room, below also requires a 
tricky maneuver. Stand with your back to 
the water and do a sideways jump to the 
left. You will slide backwards, allowing you 
to grab the edge as you fall. Let go of the ledge, fall, and 
grab the ledge of the window sill beiow. Break through 
the window to enter the room. Jump to the left over the 
jagged glass, then walk across the room to the ladder. 
Note: If you walk, the glass won't hurt you—a technique 
you will use again. 


Go up the sadder and make your way to the locked door. 
Use the Ornate Key to enter. Follow the passage around 
and climb the ladder to the roof. 


* The starrs to the left wilt lead you to the switch that 
opens the mansion's main doors, 


ing access to precious air. Find your way out of this area. 
Use the ladder to climb up the side of the building and 
into the room with the chandeliers. 


Climb onto the lowest chandelier, then 
jump to the next one. From there, jump 
to the ledge and pull the switch, It will 
open up the picture frame on the wall, 
revealing the Library Key. You’ll have to 
do some work to reach it. Jump back to 
the chandelier, and jump again to the high¬ 
est chandelier. From there, jump up to the 
wooden ledge. Find the place where you 
can jump and grab the main ceiling support 
Shimmy to the right and pull yourself 
. Jump to the next wooden platform on the 
other side of the room. Climb up on the 
brick blocks, and do a standing jump back 
over to the support beam. Hit the switch. 
This will raise and lower the chande iers to 
the opposite positions from where they were. 


Now just drop down to the chandelier and 
jump across to the far (lower) chandelier. You 
should now have no problem grabbing the Library 
Key from behind the painting. Make your way back 
up to the highest chandelier, and jump to that first 
ledge with the window. Jump back into the water, or 
just fall back down the hole through the trapdoor. 
Finally, use the Library Key to open the 
locked door, 


The Library 

You will now be in the library, Go into 
the one open room and climb up the 
bookshelves to the switch that opens 
the next room. In the next room, climb 
the bookshelves to the highest window and 
shoot it out. Walk out the window and slide 
down the red awning. At the last second, jump 
across the patio area to the opposite balcony. 
Jump back across to the tiled awning. From there, 
jump to the brick wall 


Enter the wood building and grab the Detonator Key. 
Return to the patio area and re-enter the library: Pull the 
switch next to the last unopened door. Go through the 
window to another outside patio, and continue out 
through its door. 


Blowing up the Hideout 

Make your way across the water and up onto the brick 
walk Use the Detonator Key on the Detonator and blow 
up the building. Make your way through the building's 
rubble to exit the level 


Puil up to the dock and get out of your boat, following 
the stairs to the left. Enter the hallway at the end and hit 
the switch to open the front doors to the main building. 


Opening a Second Entrance 

Once inside the mansion, go down the left hall, timing 
your progression to avoid the knight's swords. The 
switch at the end opens the door to another entrance 
on the outside of the building. Go back the way you 
came. Jump and grab the ladder to the right of the bal¬ 
cony. Climb sideways to the right and out onto the out¬ 
side balcony, 


Walk to the open edge, then run and jump to the 
awning- The angle is too steep, so you will have to 
hang. Move to the left side of the awning, pul! 
yourself up, and immediately do a backflip up to 
the ledge behind you. Jump to the platform past 
the open edge of the balcony, and jump again to 
the red awning. It's an easy jump from there to 
the open doors of the second entrance. 


Swinging Blades and Flaming Platforms 

Follow the stairs and enter the room at the 
top and to the right Break through the win¬ 
dow, using the balcony to gain access to the adja¬ 
cent room. Push the brick block in the fireplace to get 
deeper into the level. 
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The Roof 


Light a torch and explore around a ittfe to finally find 
the Relay Box and the switch. The switch will open the 
trapdoor at the top of the ladder where you found the 
Relay Box, You will now need to get back to the top bal¬ 
cony to find the Circuit Boa r d. 


Its going to take speed and timing to get across the dis¬ 
integrating roof in one piece. Be quick. 


Move to the right of the ledge. Do s series of quick but 
precise jumps across the wooden boards to the other 
side before the boards disintegrate. Once across, go to 
the right to reach the mam opera house roof. Once on 
the roof, go to the opposite corner tower with the 
swinging crate to find the switch that opens the way to 
the upper balcony of the opera house. 

Inside the Opera House— 

The Relay Box and the Circuit Board 


Finding the Circuit Board 

From the top balcony, go down the hall in the back right 
comer and use the Relay Box on the panel next to the 
dead elevator. This will power up the elevator, Hit the 
switch next to it and take it to the bottom floor Exit the 
elevator and hit the switch inside the room to make the 
elevator go back up. Jump into the water that was 
under the elevator and explore until you find a room 
filled waist-deep with water. The Circuit Board is locat¬ 
ed here. Exit this watery area by exploring again until 
you find a lever to pull. This will open a gate and let you 
pull yourself out of the water. Now all you need is the 
Ornate Key to access the way back up to the panel near 
the entrance on the roof. 

The Ornate Key and the Backdrop 

Go up two platforms to the second floor and turn right, 
Go down the hall, passing the elevator on the right. 
You'll reach a short hall with three windows with the let¬ 
ter B on Them. In the room beyond, head right for the 
switch next to the grey door, Slide down the shoot. At 
the last second, jump the fan at the bottom and grab the 
Ornate Key. To get out of the air duct system, you will 
have to make several treacherous jumps over the fans. 
The way is pretty clear, but to be successful takes a lot 
of skill. It >s possible, though, 


The view of the giant opera house from the balcony is 
great. It s your first look into on area you're about to 
spend a ton of time in... 


To get started, climb the blocks to your right and jump 
to the slanted platform. At the last second, jump to the 
ledge beyond. Be sure to save after every jump. Once 
you're past the fans, pull the wooden crate to reveal 
the switch that opens the door. Now push or pull the 
wooden crate through the door and into the next 
room. Position it below the right side of the bottom set 
of windows. Go through the window, and push the 
wood crate inside onto the top of the other one, Now 
just jump to the top of the crates to exit the area. 
Return to the second balcony and use the Ornate Key 
on the keyhole. This will open the way back to the 
root and to the panel where you must use the Circuit 
Board. With the Circuit Board in place, hit the right 
switch to raise the stage backdrop. Head! back down 
to the stage to investigate. 


Once you are inside, hit the left switch to open the gate 
to your left—ignore the right switch and the panel until 
much later. Drop down into the room through the open 
gate, and hit the switch inside. This wil dose the gate, 
allowing you access id the upper balcony. 


Backstage 

Backstage, there will be piles of crates. You can pull one 
of them out from the large pile to reveal a room with 


Start by heading down to the stage. Enter the room on 
the feft side (stage eft), and hit the switch inside. This 
will open the gate to the upper platform on the right 
side of the stage. Jump up to the upper platform, and 
enter the room to the right of the stage. Wa k around, 
positioning yourself in front of the crack on the left wall 
Use the crack to reach the switch to lower the bridge, 
Crgss the bridge and jump onto the platform in the 
back left corner of the room. Climb up to the recess. 
Make a 'ong jump from there to the uppermost plat¬ 
forms. Dodge the sandbags and hit the switch on the 
other side. Tne trapdoor on the stage will now be open. 
From trie switch, go to the right. Slide and then jump 
through the trapdoor (the water will break your fall). 


You will eventually climb to the top of these boxes and 
exit through the door on the top left. 


another switch. Hit the switch to lower the stage back¬ 
drop back down, Climb up tne blocks to the opening up 
top. Walk out onto the ledge, then across to the right 
balcony. Enter the room beyond. Jump into the open 
doorway in the right corner, hitting the switch there to 
open tne next door down the path. 

Escape! 


Moke your way to the back of this room to find a low- 
enough crate to climb, fn typical TR fashion, you'll then 
have to head back to the front of the room. 


You'll find yourself in a large room with all the boxes. 
Drop down and find the lowest crate in the back of the 
room, Climb up it and make your way to the front of the 
room again, jumping from box to box. Hit the switch in 
the front of the room to open the door to the exit. 

Level Five: Offshore Rig 

Escape the Makeshift Prison 

At the beginning of the level, you wake up in a locked 
room without your weapons. The bad guys put you in 
there for safekeeping, but The Man can't keep Lara 


What happened last night? You will wake up a little 
dazed and confusedP-and without your weapons! 


down. It's your duty to find the way out. Pull the metal 
crate down the back: wall to reveal the switch that 
opens the door. The door is timed and will shut after a 
moment. To make it in time, move the other crates in 
the room to create the shortest possible path from the 
switch to the door. Hit the switch 
and run for it. 


Your Guns 

and the Yellow Pass Card 

Even Lara's no match for guns 
when she's without hers, so 
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With the plane's propellers stopped, you can safely jump 
to the wing. Otherwise, taro is hamburger. 


you'll want to get them back. Immediately jump into the 
water. Watch out for the fan in the corner—crossing its 
path too closely ensures death. Pull the underwater 
switch to the left of the fan. This opens the grate to the 
duct on the right of the fan. Follow the duct to the pas¬ 
sage that leads to the pJane. Drop to the lower dock and 
hit the switch to open a hatch on the bottom of the 
plane. Enter the plane and hit the switch inside to stop 
the propellers. Make your way though the duct and 
back to the dock. 

Jump onto the plane's wing and enter if through the 
top hatch Inside will be your precious guns, so you 
can stop running away from everybody. Jump into the 
water, and swim to the ledge by the door to where 
you were previously locked up. Grab the Yellow Pass 
Card from one of the guys you'll kill. Use the card in 
the control room to open the doors leading deeper 
into the level. 



The Red Pass Card 

Hit the switch at the end of the short hall to turn off the 
annoying alarm. Head to the right to get the Red Pass 
Card; this unlocks the door down to the left. Use the 
action button on the hatch at the end to open it. In the 
next room, ignore the door at the top of 
the ramph-it will close as soon as 
you get close to it, Exit the room 
through the hatch on the right. Enter 
the bunk area and hit the switch in 
the top left bunk. It opens the 
hatch in the ceiling on the other 
side of the room. You will 
have to hurry because the 
hatch will shut after just a 
moment. Slide backwards 
down the duct and grab the 
at the last minute. 


Inside the room below, 
move the crates around so 
one of them lines up with 
the ladder on the other side 
of the fire. Jump across 
and go up the ladder. Get 
the Red Pass Card off 
the guy you kill, and 
continue down the 
hall You will even- 
find your- 
back in the 
control room 
(shoot out 
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its windows for a shortcut). From there, go down the 
left path at the end of the short hall to the locked door. 

Surviving the Tanks 



Yau have to fill and empty the large tanks to get across 
and out of this puzzle room. 


Unlock the door with the Red Pass Card, and enter the 
room beyond. In this puzzle room, you'll have to fill and 
empty the large tanks to get across and out of the 
room. Immediately go up to the balcony on the left and 
start working on the crate there, moving it out so you 
can access the opening near the ceiling. In the control 
room down the passage, hit the switch to empty the 
water from the second tank into the first. Swim across 
the tank and hit the switch behind the machinery, to the 
right. A hatch will open in the control room, which you 
will of course want to go down. 

The Green Pass Card 

After sliding, you will find yourself in a large room with 
tall platforms and water below. Start across the plat¬ 
forms on your left, and continue around clockwise until 
you come to the last platform. A recess in the wall will 
have the Green Pass Card inside. If you fall into the 
water, you can use the ladder in one of the comers to 
get back up to the platforms, The passage out is locat¬ 
ed a couple platforms back. To reach it, you'll have to 
jump up to 1 Re-enter the control room. Hit the switch 
again to empty the first tank and refill the second, Use 
the Green Pass Card on the locked door and jump in the 
water, taking the long duct to the end of the level 

Level Six: Diving Area 

The First Two Rooms 



Jump across the water to this ladder, then turn off the 
deadly fan in the water. 


Get started by jumping across the water to the ladder. 
Hu the switch to torn off the fan at the end of the pas¬ 
sage. Dsve into the water and pull the lever to open the 
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door. Enter the next room and jump to the first platform 
in the water. Jump to the left or right side of it to avoid 
the swinging hooks. Jump to the second platform, and 
then to the other side of the room, In the next room, 
slide down the middle into the hole. Jump out of the 
hole, slide, and jump at the last minute to the walkway. 

The Blue Pass Card 



Climb the extremely tail ladder and drop through the 
hole in the room beyond, You will drop to a slanted plat- 
form, which will make you slide. You'll need to land on 
it in a backwards slide, so you can grab the ledge as you 
fall, Drop down to the ledge of the catwalk below, then 
go to the left and find the space in the railing where you 
can jump through, Jump to the notch in the wall and 
grab the Blue Pass Card. Climb out through the open 
passage on the left wall, then climb back up the ridicu¬ 
lously tall ladder; Make your way back to the catwalk, 
but now go right and use the card to unlock the door. 


A Tricky Hallway and the Exit 



Here's the room behind the second hatch. You'll have to 
do some swimming here. 


You will now be in the next puzzle. You're in a hallway 
that surrounds a main room.. Your big goal is to get 
inside that room, but first you wilt have to run around all 
over the place to get it unlocked. 

Run to the right and open the second hatch you come 
to. Dive into the water in the following room, and go 
into the small underwater duct. Pull the lever to open 
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the left gate end swim through. Continue around 
through the ducts to a second lever. Pull the lever to 
open the door beyond that first hatch. Climb out of the 
water and open the first hatch back in that main hallway. 

When you enter the heli-pad, the helicopter will be tak¬ 
ing off and you worTt be able to reach it in time. Enter 
the small room on the other side; it has a narrow hall¬ 
way with flames on the floor, Hit the switch to the left 
of the hall, then quickly hit the switch on the right. This 
turns off the flames in the back and then the front 



You ccm't do anything a hour the helicopter taking off. 


(respectively). Run to the back of the hall, jump ove r 
the trapdoor, and grab the Machine Chip. You can 
repeat this step to grab the goodie down the trapdoor. 
Return to the room beyond the second hatch. Push the 
crate to reveal the panel where you're to use the 
Machine Chip 

In the following room, jump in the water and swim 
down the tunnel. Climb out of the water (at the only 
place you can) into the room on the other side. Climb 
the ledge and hit the switch. This wilt open the door 
to the control room, which is inside the room behind 
the second hatch in the main hallway. Jump back 
into the water and return to that room, entering 
the control room. Flip the switch inside, The 
crane will move a cement platform to a spot 
where you can jump to it. From there, you 
can reach the other side of the room. Don't 
try to grab the red card on the ground until 
you have turned off the saw. Climb the crates in 
the right corner and flip the switch at the end of the 
passage. This will cause the heli-pad behind the first 
hatch to rise, closing the ceiling. 

Go to the helipad and drop down to where the pad 
used to be. Go through the passage. Finally drop down 
into the main room in the center of that main hallway. 
Pick up the second Machine Chip off one of the bad 
guys you kill, then head back to the room with the saw 
behind the second hatch. Use the chip on the panel 
J ound across the water on the back wall. This will stop 
the saw and let you pick up the Red Pass Card. Re-enter 
that center main room, and use the card next to the 
locked door. Hit the switch to the left of the door before 
going through it. Go around the water in the next room 
to reach the passage on the other side, which leads to 
the end of the level. 

Level Seven: 40 Fathoms 

Where's the Air? 

After being dragged to the bottom of the ocean by the 
sub, spin around ISO degrees and follow the debris to 



Hurry to the hull of the sunken ship before you run out of 
air. A roam inside is filled with that all-important oxygen. 


the rusted hull of a ship. Find your way inside by look¬ 
ing for the pipe coming out of the top of it m the corner. 

Further into the Wreckage 

Swim through two rooms, and pull the lever inside the 
third. A door will open in the floor for you to swim 
through. Follow the passage to a rusted room with 
crates stacked in it. Use the crates to jump to the open¬ 
ing near the ceiling. When you drop through the trap¬ 
door in the next room, do so at. the back right corner to 
avoid falling to your death. You can reach the exit in the 
next room by getting up to the tall, flat pillar against the 
wall. From there, you can jump to the exit. 

Switches and Flames 


to the other room with the switch that turns off the 
front two flames. Pull the switch. Before any of the 
flames come back on, run past them and hit the switch 
at the end to open the door. 

Moving into the Next Section of the Wreck 

In the next room, swim through the trapdoor and up 
until a closed door blocks you. In That section is a lever 
that opens the way to another lever back down at the 
bottom. Pull the second lever to open the previously 
closed door at The top, and exit through it. 

A Room Full of Rubble, and Your Escape 

Drop down into the room at the end of the hallway. Find 
your way down through a hole tc the room beiow. You 
will notice three different openings in the room that lead 
to something, although you can't reach them all at this 
time. Go through the large opening on the right first. 
You get there by pulling the crate underneath it to give 


The next puzzle area requires a lot of 
running around and pulling switches 
to open doors, but it's not that 
tough. From the point at which you 
entered, take your nrst. right down the 
darker hallway. At the point where the 
hallway kinks, you'll find a room that you 
can access through the ceiling. Once 
inside it, flip the switch. Drop back into the 
hallway, continuing in the direction you were 
going, and make a right at the end. Follow the 
main hallway to the previously locked door. Enter 
the room beyond and pull the switch. This will 
turn off the flame in front of the next 
switch down the hall and to the right. 
Pull the switch to open yet another 
locked door, From the flames, go right, 
take your second left, and enter the now- 
open. room at the end. Pulf the switch 
inside to turn off the back two flames. Quickly run back 
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When you pull the right switch, you'll completely 
destroy the room with a ton of rubble. But hey r that's what 
it takes to access sortie previously unreachable spots. 



It's a little tricky to find the right path up the pile of rocks. 
Start on the right ond cross over (o the left halfway up* 


yourself a boost. Inside will be a switch that opens the 
ceiling and J i!ls the room with rocks. From there, climb 
through the first hole in the ceiling along the left wall 


In this room, you'll want to climb the pile of rocks to get 
to the opening near the ceiling to the left. To get there, 
start climbing the pile from the right side, then cross 
over with a jump halfway up. Pull the switch in the 
opening to fill one of the rooms with water. 

Return to the room with the rocks and enter the open¬ 
ing in the ceiling to the right. Climb up to the large 
opening. Pull the switch nside to open a door at the 
bottom of the room filled with water. Go back to the big 
room with all the rocks and take the last passage on 
the back wall; it leads to the room filled with water. 
Dive in and go through the open door at the bottom. 
Follow the passage to the next room. Pull the switch 
inside to exit the level through the door 
That's it for Part One of the strategy. 

Now heso to Part Two to finish the game! 
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he second half of the game is going to require all of 
your skills, as the last several levels are extremely 
difficult and confusing. Several of the areas are really 
tough to explain. If you get lost, just go to the last familiar 

point in the walkthrough and continue trom there. As any 

adventurer should know, you will need to explore every¬ 
thing, leaving no area untouched. Once again, we won't tell 
you where the bad guys are, just to leave a little suspense for 
you. Now get to it and finish the game! 


This guide contains a complete walk- 
through to levels eight through IS in 
Tomb Raider 2 and should only be 
used when necessary. 
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Level 8: Wreck of 
the Maria Doria 


The Restroom Key and the 
First Circuit Breaker 

The main objective of this level 
to find three circuit breakers 
They will help you gain access to 
the bridge of the ship and to the 
exit leading to the living quar¬ 
ters. Start the level by running 
down the corridor, then jump into the 
water and swim through the passage, 
i you emerge from the water, make sure your 
i wealth is full before you slide down to the breakaway 
floor and fall to the room below. 



You will access many of the rooms in Hie wreck from 
who! used to be the pool room. 


You will now be in a medium-size room with what used 
to be the ship's swimming pool—the pool is now on the 
ceiling. Three moveable blocks are in the corner at the 
far end of the room; move them to reveal entrances to 
two different areas. Go through the right doorway to the 
area that used to be the ballroom, Upon entering the 
room, immediately go right along the right waM until you 
come to another doorway. Carefully walk through the 
glass, and drop backwards into the hole so you can grab 
the ledge. Drop again, grabbing the next ledge. Pull 
yourself up and grab the restroom key at the end of this 
ledge. Now return to the ballroom and look for the slant¬ 
ed floor in the right corner of the room. From there, you 
can reach the ledge of the balcony by a simple jump. 
Follow the balcony counterclockwise around the room, 
hanging and shimmying to get around the walls. Jump 
at the end of the balcony over the glass to grab the first 
circuit breaker. 

The Rusty Hallway and the Rusty Key 

Return to the pool room and go right down the other 
new area. You will be in a lounge of some sort—notice 



You will use the restroom key in the lounge* It unlocks 
the way to a switch that opens the double glass doors* 


the tables on the ceiling. Go to the right corner, where a 
key hole is located behind some chairs. Use the 
restroom key on the key hole. This will open the door 
next to you, on the left, and allow access to the switch 
beyond. The switch opens the double glass doors 
behsnd you, where you will hit yet another switch. This 
switch opens another door in the ballroom. Before 
going to the ballroom, notice the third circuit breaker to 
your left—you will eventually need to get it, but not 
now. In the ballroom, get back onto the balcony and 
hang and shimmy around the wall to the now open 
door. 

You will now find yourself in a rusted out hallway 
with five doors and a key hole. At the end of the hall on 
the right side is a door with a wheel. Open it and enter, 
Pull and push the crate on the floor to position 
it under the switch. Flitting the switch will open 
a door near the ceiling. Pull the crate out of the 
wall to reach t. Follow the passage ail the way 
to the end, and drop into a room with a crate. 

Pull the crate to reveal the rusty key. Push the 
crate against the wall under the switch. Flit the 
switch and go through the door that opens back 
to the rusted out hallway. 

The Second Circuit Breaker 

Use the rusty key on the key hole at the begin¬ 
ning of the hallway. This will open the door to 
the right. Drop in and move the crate so it lines 
up with the other platforms. Pull the crate out of 
the wall and across the platforms. Enter the 
short passage beyond and push the crate at the 
end to continue. Down the hallway will be a breakaway 
floor with fire underneath, and some barrels that will 
crush you from the other side. Run across the break¬ 
away floor and jump from the last section to clear the 
barrels. Continue down the corridor and enter the room 
with the hole in it. 



You will eventually drain this room and go through a 
door in the bottom, but first hit the switch under the wo ter. 


Drop through the hole onto the boat. Jump into the 
water and pul! the lever under the surface. Now climb 
out back through the hole in the floor and out the door 
that was just opened. DO NOT PULL THE SWITCH IN 
FRONT OF YOU! Leave it alone and continue down the 
half, sliding backwards down the slope, Grab the ledge 
at the end and climb up, pulling a backflip to the other 
side. Jump back to the first slope. By then, the trapdoor 
will be closed and locked for good. Stand on the trap¬ 
door, pull yourself up to the hall and pull the switch at 
the end. Head back to the room with the hole and exit 
it through the passage on the right, through the newly 
opened door, 


Grab Hie second circuit breaker in Hi is room, but be 
careful not to fall to the gloss ot the bottom* 


You will now be in a large multi-tiered room with 
glass on tne bottom. Go to the left to find a switch that 
will open a trapdoor. Run all the way around the room 
along the balcony, and finally jump through the open 
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trapdoor. You have to be quick, as the door is timed and 
wifi shut if you r re not fast enough. On this level., hit the 
switch along one of the walls to empty the water from 
the room with the boat in it. Now find the second circuit 
breaker In one of the corners. It will be sitting on a 
switch that opens the way back to the top tier. Run and 
climb through the now-open path back to the top. 
Again, be quick, as it is timed. 

The Third Circuit Breaker 

Return to the room with the hole in the floor and the 
boat underneath. The water wilt now be gone, and you 
will be able to open the hatch at the bottom. Follow the 
hallway straight through. Eventually you can drop down 
into the small area that looks out into the lounge area 
through some glass. Hit the switch inside and climb out 
of the room. Turn right down the hall and drop down the 
open hatch at the end on the right, down into the 
lounge area- To shut the double glass doors, hit the 
switch in the corner that you used to open them. Return 
to the hatch you came through in the ceiling, and go 
back to the small room at the end of the half. You will 
now be able to grab the third circuit breaker. Go back 
through the lounge to the pool area. 


Using the Circuit Breakers To Get onto the Bridge 

The back corner of the pool room has a big hole in the 
floor. Drop through it and swim up through the passage 



Once you have a FI three circuit breakers, go ho this roam 
and place them in their respective places to turn off the 
fire. Then you'll need fa move the crate over so you can 
get ho hhe opening above you in the wall. 



until you reach a closed hatch and 
much-needed air. To open the hatch, 

Swim down just a short ways and 
pull the fever. In the next big 
room, you will need to place all 
three circuit breakers in their 
proper places to put out the 
fires. This will Set you pull 
over the crate that will 
enable you reach the ledge. 

On the ledge is a switch that 
will lower all the giant tanks in 
the room. From the ledge 
you're on, jump across to the top 
of the first tank. Continue across 
until you reach the opening on the 
other side. 

The Bridge and the Exit 

Fall down the deep hole and into the water. Swim 
through to the outlet and back into the water in the next 
room. Swim across to the far left corner and jump out. 
In this room, run along the windowed wall ana open the 
hatch at the end of the short passage. Hit the switch 
inside and run back along the windows to the other side 
of the room and the opened door. Be quick—the door is 
timed. Push the box in the room into the wall to reveal 
a switch. Hit the switch to open a hatch leading to the 
water. Go back through the room along the windows to 
the newly opened trapdoor at the end of a long hallway. 

Now jump into the water and swim all the way 
around the ship to where the windows are. Youll find 
the cabin key amongst some vegetation. Return to the 
inside of the ship, and use the key on the key hole 
down one of the dark passages. Enter the room and 
hit the switch inside. Exit the room ana find the area 
where the floor dropped away in the main room. Push 
the block so you can reach the switch on the hanging 
platform. Re-enter the room you opened with the 
cabin key, and climb through the now-open hatch in 
the ceiling. 

You will now enter another room with a couple of 
balconies. Simply jump into the water, avoiding the 
glass, and swim down until you find some barrels, Near 
the barrels is a crevice that will give you access to tun¬ 
nels. Continue through until the level ends. 


Level 9: Living Quarters 

The Room with the Gears and Pistons 



A You will need Id find the right switches to rotate the 
gears and pistons in this large room. This will give you 
access to other areas. 


Swim through the large opening. Just as you enter the 
next area, turn 180 degrees and puli the lever on the 
wall to the riaht of the opening you just came through. 
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It will open a hatch to the side of the hull. 
Go into to the next room with the 
large gears and pistons. Exit the 
room using the passage in the 
opposite corner. Watch out for 
the rolling barrels in the pas¬ 
sage, and enter the room 
oeyond. The room will have 
flames along the floor. Go all 
the way to the top of the 
ramp and jump to the crevice 
above the flames. Shimmy 
right to the end of the flames, 
drop down, and hit the switch 
there to turn off the flames. Climb 
up through the corridor above the 
switch and puli the switch in the room at 
the end. This wifi cause the gears and pistons in the 
previous large room to rotate into a new position. Drop 
through the hole in the center of the floor and re-enter 
the large gear room. Jump onto the pistons, and make 
your way to the opposite side of the room. Follow the 
corridor until you come to a crate blocking your way. 
Push the crate until you can't make it go any further, 
about three pushes. Go left through the now-open pas¬ 
sage and push the block there out of the way. Drop 
down and hit the switch inside to reposition the gears 
and pistons. Climb out the way you came, and head 
back across the tops of the pistons to the other side of 
the room. Pull the switch on the ledge in the corner. 

Getting to the Living Quarters 

Return to the room that had the flames. You will see 
that it is now filled with water. Dive into the water, find 
the lever inside, and pull it. Exit through the door the 
switch opens, and go back out into the ocean. Find a 
small passage in the rock on the side of the wall; it leads 
to a lever that opens a hatch. Find the hatch and enter 
another part of the ship. In this new area, find the 
switch to open the door. Go through the door. You will 
find yourself on a small platform with two switches. 
Face the two switches. Hit the right then the left 
switch. Immediately turn- around and jump across the 
room, grabbing the ledge you just raised. Shimmy right 
until you can pul' yourself up. You must be fast because 
the ledge is timed and will drop afte r a moment. Pull the 
switch there and a platform in the previous room will 
drop. Re-enter the room and go to the back right corner 
where the platform was dropped. Use the slanted plat¬ 
forms there to jump forwards, then backwards, then 
forwards again, grabbing the upper ledge. From there, 
jump to the blue piping until you come to a moveable 
crate, Pull it out of the way and jump to the space 
where it just was. Drop down backwards, grabbing the 
ledge, and shimmy left. Puli yourself up when you can 
and jump to the passage behind you. Follow it to anoth¬ 
er blue pipe, which you will continue to follow. Jump 
the gap at the end, which leads to the next major area. 

Tfie Living Quarters—Getting the Theatre Key 

Follow the blue hall to a small room wrth a shallow pool. 
Cross the pool and enter the room beyond. Go straight 
and navigate your way around the two blocks slanted 
towards each other—breakable floor is between them 
On the other side, find a place where you can jump to 
a crevice. Hang, then shimmy right until you can pull 
yourself up. Exit through the passage at the top of the 
room. You will now be in very plush settings. Go up the 
ramp and enter the next room. Go to the back of the 
room by the chairs and pull out the moveable crate. 
Return to the balcony railing and jump over it to the 
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lower level. Go to the back erf the room to a sunken 
area. Pull the moveable crate inside to reveal the theatre 
key. Return to the balcony and go down the passage to 
the left. Use the theatre key on the key hole down the 
hall, and go through the double doors that it opens. 


The Theatre and the Exit 



Once you tiifr Hie switch in frh® upper box in the theatre, 
the curtain will open. Next, you'll need to 90 backstage. 


Enter the theatre and make your way into the elevated 
room on the right. Hit the switch inside to open the cur¬ 
tain and go backstage. Snake around until you come to 
another switch. Hi! it to fill the sunken area in the previ¬ 
ous room with water. Go back to that room and swim 
across the water to reach the passage on the other side 
and the exit. 

Level 10: The Deck 

Finding and Using the Stern Key 

At the start, go down the hail to the left and drop into 
the small lake through the opening. Pick up the stern 
key off of the rocky ledges surrounding the lake. Dive 
back into the water and find the small hole below where 
you found the key. Swim through it Continue swim¬ 
ming, and climb out into a rusty alcove. 

Leave the alcove and go right until you come to 
some moveable crates. Push the crate in the corner up 
against the crate next to it. Climb on top and push the 
top crate over one space. Drop down and pull that first 
comer crate back out to its original position, then push 
it all the way to the ledge. Now pull the center crate to 
reveal a door and a key hole. Use the stern key to open 
the door, and enter the room beyond. Jump into the 
water, pull the lever inside the underwater area, then 
return to the surface and the large room 
with the alcoves. Enter the 
alcove on the left and fail 
through the trapdoor, 

Go down the shod 
hall and climb the 
ladder to the 
switch. This will 
drain the water 
from that 
underwater 
area. Return to 
the area that 
was previously 
underwater and 
puli out the crate 
from the wall in the 
back. Follow the long 
passage beyond and pull 
yourself into the next area. 


The Cabin Key 



In Hie cave wiHi Hie yellow boat in the center, follow the 
left coastline to find Hie next passage. You will eventually 
drop down onto the boat and grab the cabin key. 


You will now be in a large room with a large yellow 
raft drifting in the center. Dive into the water. You 
can either follow the left coastline, climb out, and 
run along the edge of the lake to another smaller 
cave, or you can swim through the lake to a small 
crevice that leads to the same area in the back of 
the room. Follow the main hallway until you come 
to a room with a hole in it. Fall through the hole to 
land on the crate sitting on the yellow raft in the 
middle of the lake, Grab the cabin key then dive 
back into the water. Head for that same cave in the 
back of the room. Go back down the mam hail—only 
this time, take the branch to the left. At the end, 
climb all the way up and follow the passage to the 
top deck. 



Drop to Hie deck below this one and look For a pillar jut¬ 
ting up From the next dock down. 


Drop down from deck to deck until you reach 
the deck with the swimming pool. Drop 
down to the next deck on the right side. 
You will see a platform to lump to at the 
foot of the deck. From the platform, 
jump again to another raised platform. 
Now jump to the rust-colored roof of 
the building beyond. From there, walk 
straight ahead to the opposite ledge. 
Drop and hang to reach the crevice 
below. Shimmy to the left and puli your¬ 
self up when you can. Jump to the open¬ 
ing on your left and follow the tunnel to 
the roof of the top deck. Jump to the roof, 
then go around and jump to the grey roof to 
the right of the large, domed, rusty roof. Drop 
through tne dark grey trapdoor there and follow the 
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hallway. You will reach a small room with a crate in the 
wall that can be moved. Pull it out and hit the switch 
beyond. Exit the room and cruise around the deck, 
going the through the door you just opened. Use the 
cabin key on the key hole inside to open the door on the 
right. In the next room, run in a straight line across the 
breakaway floor to reach the switch in the back of the 
room. Return across the remaining breakaway floor, and 
find the door you just opened on this deck. Climb up the 
stairs beyond it and enter the cave. Climb the pillar that 
will let you |ump to the upper level at the back of the 
cave. Drop through the hole in the center of this upper 
room and grab the storage key. Make your way all the 
way down to the bottom level of the decks., then down 
to the ground of the giant cave you're in. Use the stor¬ 
age key on the key hole next to the door. Grab the 
Seraph inside to end the level. 



Use the storage key an this door to get the Seraph and 
end the level. Don't worry, there's plenty more to do! 


Level 11: Tibetan Foothills 

Getting the Snowmobile 



Shortly oFter you begin the level, you will hove to get to 
Hie other side of this canyon. On the other side is a small 
hut and the snowmobile. 


Head down the only path available to you until you 
come to the point where you have to slide down. After 
your slide, prepare to jump over the boulders that roll 
towards you. Hide in the recess in the wail to avoid the 
second set of boulders. Climb through the space 
where the boulders came from, stopping at the deep 
pit Jump across the pit through the sheet of ice. You 
will slide down the other side. At the last second, you 
need to jump to the wall to avoid another pit Climb to 
the top of the wall, then move right until you can safe¬ 
ly drop down. Follow the passage out to a cliff over¬ 
looking some water. Drop backwards ana grab the 
ledge. When you land, slide backwards, hanging and 
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dropping again. Once you're on the small platform, 
enter the opening. Follow the path through the cliff, out 
around the lake, then back, into the cliff. Go across 
some water, and finally emerge back at the foot of the 
lake. In front of you on the left will be some snow-cov¬ 
ered cliffs, one with a medi-pak, Jump to it and make 
your way up the cliff. Once on top, you will find a 
snowmobile and a small hut. 



Finally—another vehicle to drive! The snowmobile will 
take out baddies simply by running over them. 


The Room with All the Ramps 



The snowmobile is a little tough to control wihen navigat¬ 
ing the narrow ramps. Move the boxes blocking the way 
in the corner before proceeding. 


Jump on the snowmobile and head into the cave. At the 
outlet, you will be in a room with several ramps. Get off 
your snowmobile and find the doorway to the left of the 
large opening obstructed by blocks. Enter the doorway 
and move the blocks to dear the opening Return to 
your snowmobile and use the ramps to travel around 
the room,, jumping through the space you just cleared. 
Stay on your snowmobile and jump across the gap. At 
the fork in the passage, go to the right. At the end, get 
off your vehicle and climb up the ice wall. Pull the switch 
at the top to open the door blocking the way further 
down the main tunnel. Return to your snowmobile and 
take the left fork, cruising through the now-open door. 

The Drawbridge Key 

Go through the narrow passage and across the narrow 
bridge, jumping across the large gap. In the next room, 
drive to the right to avoid the large hole. Just do it quick¬ 
ly enough to miss the avalanche of boulders! Go to the 
first left corner in the next cavern to find a switch and a 
door. Pull the switch and enter the door. The passage 
leads to an opening that looks into the pit inside the 
room where the avalanche occurred. Now return to 
your snowmobile and go back to the room that had the 


avalanche. Drive to the other side of the pit and walk 
along the slope towards the center. Jump up the slope 
so you will slide backwards, then grab the ledge. Inch 
down the ice wall until you come to an opening. Grab 
the drawbridge key inside. Drop through the hole in the 
floor and shoot out the sheet of ice to proceed. In the 
next room, pull the switch to open the door. Go through 
the door—you will be down in the bottom of the large 
pit you had to jump earlier. Climb up the side and jump 
back onto your snowmobile. 


The Hut Key 



In the room with the froien lake, use the drawbridge 
key to lower the bridge and give you access to the upper 
ledge, Sure enough, another key awaits you soon after. 


Take your snowmobile back around the gap, through the 
cave, and into a large room with a frozen lake. Get off 
your vehicle and use the drawbridge key on the key hole 
to lower the drawbridge. Get back on the snowmobile 
and cruise around the room across the now-lowered 
bridge. Across the bridge you will come to an avalanche 
warning sign. Quickly cruise past it to avoid the boul¬ 
ders. Continue down the snow-covered passage, 
across the massive gap, and through the opening on the 
other side. You will now be back in the room with the 
frozen lake. The avalanche has broken through the ice 
of the lake, and the hut key is sitting on the ground for 
you to grab. 


Finding the Exit 

With the hut key in hand, jump onto your snowmobile 
(not the baddie's snowmobile, as st is slower a no less 
maneuverable) and go back all the way you came—back 
to the hut where you found the snowmobile. You will 
have to get off the snowmobile and go on foot through 
the last tunnel 
leading back to 
the hut. At the 
hut, use the 
hut key to go 
inside. Pull the 
switch inside 
to open a 
wooden door 
outside and to 
the left. Exit 
the hut and go 
through the 
now-open passage, entering the large cave beyond. 
Jump onto the baddie's snowmobile after killing him, 
and exit the room through the opening at the end. At 
the pit, drive along the ledge on the ieft because the pit 
is impossible to jump. You'll eventually emerge into a 
large outside area. At the bottom, push the movable 
box into the wall until you can get through. 

.A. 



. Jump or climb—either way you need 

to get to the bottom of this pit. 


In the next area, you'll be looking down a deep pit 
with water at the bottom. You can either carefully make 
your way down or just go for the swan dive into the 
water. Cross the water and exit through the passage by 
the rocky outcrop to finish the level. 


Level 12: Barkhang Monastery 

Getting inside the Monastery 



You definitely can't enter the Monastery through the 
front door—don't forget, this is Tomb Raided Climb the 
ladder on the left to eventually get inside. 


Start off the level by climbing the tall ladder across from 
the main entrance, all the way to the top. From there, 
jump up a couple of times to reach the highest platform 
and make your way out to the rocky ledge. To reach the 
Monastery's balcony, you will have to jump to one of the 
slanted rocks and slide down it—hanging, then drof> 
ping, then hanging again on the lower ledge, Shimmy 
left and pull yourself up onto the balcony. Blast through 
the glass and enter a room full of bookshelves. 



The Main Hall Key and 
the First Prayer Wheel 

Exit the room with all the 
bookshelves and go down 
the hall to the left Enter the 
first room on the left and climb 
up the ladder in the back. Out 
on the inner balcony of the 
Monastery, go right and grab the 
Main Hall key off the pedestal. 

Continue around the balcony and 
drop down into the grey stone ha 
way. Dodge the boulder that rolls down 
the hallway and continue up the way it 
came. After the second boulder rolls down the next hall¬ 


way go left in the direction that the boulder came. Drop 
into the water beyond, but avoid the center of the pool 
because a whirlpool wifi suck you in. Find the passage 
along the right side and exit. Drop down the deep pit 
into the water. Go down the dark, passage with shallow 
water and slip past the three slamming doors. Climb out 
of the dark passage into the next room, and enter the 
following dark room. Light a flare so you can see, then 
jump up to the top of the room to grab the first Prayer 
Wheel. Jump back down, avoiding the flames, and 
return to the previous room. 

Find the moveable boxes and pull them out of the 
way to reveal a passage beyond. Climb up the ladder at 
the end and go back down the passage where the boul¬ 
ders were. Head back to the balcony, and eventually 
back into the first hall you were in near the beginning of 
the level. Use the Main Hall key to open the large dou¬ 
ble doors that lead to the Mam Hal! 
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The Main Hall: the Trap Door Key 



The Main Hall h central to this level, Vou will have to 
keep coming back to it to solve each of the level's puzzles. 


through the other doorway. Pull the switch to open the 
door and return to the Main Hall 



The Third Prayer Wheel 

Back in the Main Had reenter the 
hallway at the foot of the statue. /AW! 

Enter the first room on the right and 
continue through it, down the fol- 
lowing haliway and across the trap- 
door. Follow the hallway right, and 
take the first left up the stairs. Go MW] 
out the window to the courtyard 
below. Find the ladder in the back; 
climb it and the following series of lad¬ 
ders. At the top will be the third Prayer Wheel Back in 
the courtyard, pull the switch, exit, and return to the 


Main Hall. 


You will now be in the Main Hall, a very large room with 
a giant statue as an altar. Go to the right-hand foot of the 
statue and head down the hallway. Continue down the 
mam hallway until you reach the square room at the 
end. Go down the only passage in the room, to the left. 
You will come to some fire on the floor and two spiked, 



Getting through this hazard con be a bit Iricky, but you 
con make it if you're careful. 


swinging pendulums over a shallow pit 
Walk up to the flame where you will 
see a switch in the floor that will 
turn it off for a short 
time. Now just run into 
the pit on either the left 
or right side to avoid the 
swinging pendulums. 

Climb out of the other side of the pit r avoiding the 
spiked wheel. Repeat this one more time to reach the 
trapdoor key and the rest of the passage beyond. It will 
lead you to a room filled with water. Jump in and swim 
to the ledge on the other side, exiting through the door¬ 
way. Return to the Main Hall 






The Second Prayer Wheel 

In the Main Hall, use the trapdoor 
key next to the trapdoor L ~“ 
down and follow the passayc „ _ 
room that leads to an outside area. 
Go through the right doorway and 
down a long gulch, In the area at the 
end of the gulch, find an opening on 
the far side, Climb the ladder and go 
right, along the ledge and across a 
wooden bridge. At the end of the path 
be a small stone building. Get on top of it and drop 
through the hole in the ceiling. Grab the second Prayer 
Wheel and pull the lever to exit. Head all the way back 
to the room from where you started this area and go 


The Strongroom Key and the Rooftops Key 

Back in the Main Hall, enter the room whose entrance 
is almost between the two pillars. The room will have 
two tables and some bookshelves. Go through the hall 
way across the room, jumping over the first blade. 
Enter the room on the left and grab the strongroom key. 
Return to the Main Hall. Head back through the big dou¬ 
ble doors, back to the big hallway that led to the Mam 
Hall Go into the second room on the left and use the 
strongroom key to open the boarded-up door. Grab the 
rooftops key inside. 



Once you're on the rooftops, fine# the switch to turn off 
Hie flames, in the area behind the camels. 







The Fourth Prayer Wheel 

Now go back to the first room on the right with the two 
spiked wheels. Get past the wheels and use the 
rooftops key in the key hole to open the door on your 
right. Climb the stairs to the rooftop. To turn off the 

flames, hit the switch in the 
area behind the gold 
camels. The flames will only 
be off for a moment, so you 
have to be quick. Go left past 
the flames into an area with 
several trap doors on the 
-nd. Find a switch that will 
open two of the trap doors. 
Drop down and break the 
glass inside to grab t k " ‘ 
Gemstones, Find the swucn 
and pull it to open the trapdoor 
above the ladder. Now find the 
area with two more gold camels 
and a star-shaped door. Place one 
of the Gemstones in the space between the camels to 
open the star-shaped door. Pull out the crate inside the 
room beyond to grab the fourth Prayer Wheel. Return 
to the Mam Hall. 
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Place one of the gemstones in the space between the 
two camels to open the slar^shaped door behind you. 



The Fifth Prayer Wheel 

From the Main Hall, head into the 
short passage directly across from 
the trapdoor and climb up the ladder. 

The short corridor will lead to a ledge 
looking out onto the side of the statue. 

Make your way across the statue to the 
opening in the wall beyond. Place the second 
gemstone in the space there, and head down to 
the foot of the statue. Directly below the statue you will 
find a doorway to a small room. Placing the second gem 
m the slot above opened the trapdoor in the center of 
the room. Drop down and follow the corridor up into a 
room with some machinery. Puli the switch to open the 
door to a room with a small waterfall (more like a leak, 
actually). Push the crate in front of the waterfall to stop 
the flow, Exit the room and go left down into the room 
that was filled with water earlier. Push the crate on the 
ledge to reveal the fifth and final Prayer Wheel. Find the 
ladder and return to the Mam Hall. 


Finishing the Level 

At the base of the 
statue, find the room 
with the several Pray¬ 
er Wheels in the wall, 
You will notice that 
some are missing, 
Place all five Prayer 
Wheels into the 
empty spaces. This 
will open the large 
double doors. Place 
the Seraph in the 
space at the alter inside. Doing so will open the door to 
the right, which you will exit to end the level 



Finallyj in l+iis room you can 
get nd of all those Prayer 
Wheels. In the process, you'll 
open the way to the attar where 
you will place the Seraph. 



Placing the Seraph in the altar will open the door to the 
exit to the next level. 
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Level 13: 

Catacombs of the Talion 

Getting Started 

Start the level by heading down the stairs and into the 
room beyond. Carefully drop down into the darkness 
below, Hit the switch next to the gate, then find and 

climb the ladder leading to where you originally dropped 
from. Slide down the slope again, only this time, jump 
at the last second and grab the ledge across from it. 
Follow the stairs down into a large cavern. 


The First Tibetan Mask 



* The exit from this area is- in the bottom of the pool. 
Before leaving, however, you must get the first Tibetan 
mask that is under the rage. 





Descend the stairs into the cavern. Find the ledge along 
the left wall that has some boulders ready to roll down 
it. Trigger the boulders and jump safe¬ 
ly out of the way into the water. 

Now head to the back right cor¬ 
ner of the cavern. Find some 
ledges you can climb onto near 
the small doorway. Make your 
ai^ng the ledges until you 
a ladder af™ p 
oreaKaway floor, Run and ju.i. K 
onto the ladder and climb it to 
the top. Pull a backflip off the ladder to 
land on the ledge behind you, Pull the switch, then grab 
the Tibetan mask from under the cage you just raised. 
Go back down to the floor. You will notice that the 


switch you just hit also drained the pool. Drop in and 
drop again through the center. Follow the passage out 
to a gate, and use the Tbetan mask to open it. 



The Tibetan mask opens the way to the next area of the 
level. On to the next challenge! 


The Second Tibetan Mask 

Dodge the two sets of boulders as you enter the next 
large area, which has a hole in the roof and a temple. 
Along the left when you enter will be a passage. Jump 
to it from the ramp leading to the front door of the tem¬ 
ple, and make your way down to the ground into the 
next area. You will see a frozen lake with a large bowl 



You will eventually open the front doors to Hie temple, 
but First you have some other tasks to accomplish. 


full of fire and hot coals suspended above it, (You can 
forget about the bowl, at least for this level...) Enter the 
adjoining area with the tail ice wall, and climb up the 
ledges across from it. Drop into the water on the other 
side of the ledge and grab the second Tibetan mask 
from the bottom. Climb out and return to the large area 
with the temple. Cruise around to the dark area in the 
back and search for a space to place the Tibetan mask, 

Opening the Tempie Doors 

Go through the door the Tibetan mask opened and pro¬ 
ceed down into an extremely dark room. Light a torch 
and stay along the upper ledge, then jump to the 
burned-out torch along the wall with the gales. Pull the 
lever there to light all the torches in the room and raise 
the cages below. Now maneuver the moveable crate 
on the upper ledge into one of the openings that was 
disclosed by pulling the lever. Go through one of the 
other openmgs and pull the switch in the back. Now 
return to the room with the frozen lake to find the door 
you just opened. 

The door will be right in front of you when you first 
pull yourself up into the opening between the two large 
areas. Run across the first wooden bodge, dodging left 
to avoid the boulders before continuing across the sec¬ 
ond wooden bridge. Jump to the hanging ladder and 
climb to the small room above. Dive through the hole 
and into the water below. Swim around into the adjoin¬ 
ing areas until you come to a large double door. With 
your back to the door, jump to the pillar that juts out of 
the water, and to the hanging ladder beyond. Climb 
almost to the top and do a backflip from the ladder to 
the ledge behind you, Pul! the switch there to open the 
large double doors. After you go through the doors, you 
will be in a small room above the large flaming pot sus¬ 
pended above the frozen lake. Pull the switch to open 
the big double doors at the front of the main temple. 
Carefully lower yourself down to the ice lake, and return 
to the first main area with the temple. 


The Exit 

Jump across the gap beyond the threshold of the open 
double door, then trigger and avoid the rolling boulders. 



This nexf liftle puzzle takes a lot of timing. It wilt proba¬ 
bly take you a couple of tries to complete it successfully. 


If you happen to fall into the pit below, just pull the 
switch inside and return to the temple steps. Some of 
the boulders will crash through a doorway on the right, 
In this area, two switches on the floor each open a 
timed door Hit the left switch to open the left door in 
the next room. Walk or jump over the spikes and go out 
the door that opens when you get near rt. Re-enter the 
room with the two switches, Jump over the boulders, 
hitting the second switch on the other side. This will 
open the door leading out of the room with spikes. 
Hurry through both doors before they shut and out onto 
a ladder. Climb down and follow the hallway out. 


Level 14: Ice Palace 

Springy Platforms and the "Tibetan Mask 



Start off by pulling out your guns and shooting the bell 
to open the door. In the next area, several springy plat¬ 
forms are scattered around the floor. Find the springy 
platform that fs below and m line with the gold bell. Use 
it to shoot the bell. Whenever you use a springy plat¬ 
form, be sure to jump forward so you can grab a ledge 
or slide down an embankment—coming straight down 
will kill you. Now use the two springy platforms that are 
next to each other, next to the one you just used. 
Launch to the top ledge above and pull the switch there. 
This will move the cages. On the second floor, find the 
long and narrow cage inset into the wall. Gel inside and 
follow it to a small room with a switch. Pulling the 
switch raises the shutters on your right. Find the springy 
platform by the black gates and use it to jump to the 
shutters you just raised. From there, shoot the bell to 
raise the black gates. Enter the area beyond the gates 
and use the springy platform there to reach the top 
slanted ledge above. Shimmy right and pull yourself up. 
Do a backflip and pull out your guns. Shoot the bell in 
the recess as you jump back and forth between the 
sloped ledges. Drop to the ledge just below and notice 
that the gate across from you is now open. Drop to the 
springy platform below and launch to the now-open 
doorway. Climb the ladder beyond. 

In the room at the top of the ladder, jump over the 
hole to the other side. Go through the open hole and 
down into the area below. Follow the cavern to the 
Tibetan mask. Go back the way you came and notice 
the alcove on your right, just before the entrance. A pas¬ 
sage there wifi lead you to a long room with several 
extinguished torches and several holes in the floor. Go 
to the hole at the far side of the room and drop a flare 
into the darkness below. You will see spikes on the 
ground and a space between them. Drop down 
between the spskes and find the balcony that looks out 
onto the area you explored in the previous level. Insert 
the mask in the space there, which will open a door next 
to the balcony. Exit through the door. 
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The Gong Hammer and the Gong 



This bridge crosses rifie area where you were in the pre- 
vious level. Take time to enjoy the view from above. 



Remember the giant bowl from the lost level that was 
filled with hot coals and fire? You finally get to tip tl over 
to break a hole in the iced-over lake below. 


Run across the bridge and follow the passage beyond 
to a switch—you'll have a great view of the iced-over 
lake and the large bowl of fire suspended above 
it. Pull the switch and watch the bowl spill and 
gk break through the ice. fvlake your way safely 

* down and jump into the water. Grab the Gong 
Hammer from the pedestal below and swim 
through the opening to a new area. From there, 
take the left passage to some snowy steps lead¬ 
ing up through a doorway. A ton of boulders are 
just waiting to tumble in the next room. The best 
way through is just to go for it Run down the 
slope and jump through the doorway in the right 
corner at the bottom. Continue through the fol 
lowing snow-covered tunnel and stop at the 
ledge. Turn around, then drop and hang from the 
ledge. Shimmy left pull up, and do a backflip to 
the ledge behind you. From there, turn around and 
jump to the wall of ice you can climb. Climb it to the top 
and go through the 
opening. You will 
now be faced with 
a long drop. To 
avoid losing al 
your health, go off 
it backwards and 
hang and drop at 
the end. You will 
Sand in front of a 
large gong. Use 
the Gong Hammer 
and give it a big 
whack. 

The Gold Talion and the Boss 

Below the gong is a room that houses the Gold Talion. 
Grab it and head out into the icy cave. This will trigger a 
response from the first major boss. This enormous 



Using the Gong Hammer on the 

gong wakes up a very cranky 
boss, so be ready.** 



beast will kill you in just a couple swipes; it requires a 
ton of ammo to kill it. Finish it off and end the level 


Level 15: Temple Of Xian 

Opening the Temple Doors 



Getting the doors open to the Temple is only the begin' 
ning of this marathon level. 


Here it is, the mother of all levels. You will spend more 
time on this level than on any other. At the beginning, 
you will drop through the floor next to the pedestal and 
fall a very, very long way. You will eventually go over a 
waterfall and land in some water below, Swim through 
the underwater arch and emerge from the water in 
front of another temple. Find the springy platform to the 
left of the temple and launch to the roof. Walk to the 
other side of the roof and pull the switch. This will open 
a hatch above a wooden ladder. Jump back into the 
water and swim back to the area with the waterfall Find 
the available platform, then climb up the ladder and 
through the hatch you just opened. On the other side of 
the short hallway you will find a room with lava at the 
bottom. Drop backwards and hang. Shimmy until you're 
over the ladder and climb down—hanging, dropping, 
then grabbing the ledge below. Mow shimmy left until 
you can pull yourself up. Again, find the ladder over the 
ledge and drop, grab, and climb down, dropping and 
grabbing the ledge below. Climb onto the ledge and 
head to the ladder. Jump across the lava to the ladder 
and climb up. Climb the following ladder and enter a 
room with spikes on the floor. 

The room wnh the spikes on the floor is a little tricky 
to get through Climb the wall to the ledge. Shimmy 
right, then jump backwards to the siope and jump for¬ 
wards to the sp^ke-free ledge. In the next small room, 
run over the breakaway floor and stop on the last break¬ 
away section, allowing yourself to fall to the platform 
below. From there, jump to the opening across the 
room. Be ready, as you will have to be quick to jump the 
following slopes and spikes. After the second set of 
spikes, jump and hang from the ledge. Pull up and hit 
the switch. This will open the doors to the temple. Exit 
through the opening and dive into the water below, 
swimming back to the temple. 


tn the Temple 

Enter the temple 
and go through the 
door to the right in 
the back. Climb up 
the ledges until 
you're in a room 
with more lava on 

.he Uut . j 1 • ■ ; - To get through this level, you 
will become a com- need to jump from slope to slope. 
„ • ,., tl,’ Timing will be crucial, 

rmon sight). This__ 

area is one of the 

most challenging you'll face, so save often. 
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Use the sloped platforms to jump and hang from the 
flat platform on the other side of the room. Start by 
jumping to the slope directly across from the doorway 
you just came through. When you make it across, climb 
the ledges and jump to the ledge by the doorway. When 
you walk across the threshold of the doorway, the floor 
will give way. You will slide into a room with spiked 
walls that will close in on you. Flip the switch at the end 
and hightail it out of there. 

Each of the slopes in the next area have boulders 
that will roll down them. Trigger them all, then climb up 
the ladder in the center of the room. At the top, drop 
into the dark room beyond. Find the switch inside the 
room, and exit through the door it opens, You will now 
be faced with an interesting dilemma. Across from you 
is a ladder, and below you are two blades Carefully 
climb down the ladder, avoiding the blades as best you 
can. Use a health pack when necessary. The room at 
the bottom has two spiked wheels. Go through the 
doorway on the other side, avoiding the wheels. You 
will end up on the rafters of the main hall that's near the 
front doors of the temple. On the wall to your left will 
be a switch. Once you hit the switch, you will have only 
a short time to get through the double doors on the 
opposite end. Run and jump from beam to beam and 
through the open doors,. 


The Dragon Seal 



Walk along either the right or left edge of the walkway 
to give yourself a bit more clearance when dodging the 
swinging, Spiked bags. 


This area confronts you with yet another challenging 
trap. Several spiked bags are swinging in front of you, 
blocking your way across the narrow bridge. Carefully 
run past them (try running along the edge), and head for 
the right switch. The right switch will raise the floor 
down the hall, and the left switch will open the door 
beyond the breakaway floor. The catch is that they're 
timed, making your job a little more difficult. Hit the fight 
switch, then immediately do a sideways jump left and 
hit the left switch. Now quickly run through the door at 
the end of the hall. Continue running down the walk¬ 
way, as a boul¬ 
der will be fol¬ 
lowing you. 

Jump at the 
very last sec¬ 
ond to the 
ledge at the 
end of the 
path, which is 
above the lava 
and below the 
dragon's head, 

Mow you can 
climb up and 
claim the 
Dragon Seal. 



The Dragon Seal it below your feet 
oh the small platform. Grab it, then 
make your way to the room behind the 
dragon statue* 
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Using the Dragon Seal 



When you pull the switch behind the dragon statue, the 
room will change arourid a bit. Jump to the platforms 
along the left wall, and start making your way to the top 
of the sloped wall. 







In the room with the dragon statue, jump to the left or 
right ledge at its sides. Enter the room ab^ ,j 
beyond the dragon and hit the switch 
cause several changes in the previu 
the back of the dragon and you will automatically slide 
mall platform beneath the dragon s head. From 
to the tall pedestal along the left wall. Jump 
the low platform along the same wall. Do 
a single jump to the springy platform. From there, jump 
to the level ledge along the sloped red side of the room. 
Jump to the right to the next level platform, 
avoiding the boulders that 
will roll towards you. Now 
Sfmply jump from level ledge 
to level ledge up the side of 
the wall to reach a doorway 
and a small room at the 
Pull out the movesbl 
inside and pull the switcn at 
the end of the dark corridor. 
This will open a trapdoor next 
to you. Drop down and run for it, 
as another boulder will chase 
you. Turn a quick left at the end of 
the corridor and slide back down to 
the rafters of the main half r Qmr 
entrance to the temple. Drop to the 
hall floor below. Use the Dragon Seal in the space to 
open the gate to the left, 


The Small Waterfall Room 



Climb up the waterfall and div# into the pool on Hie 
other side. When you pull the first switch, the roam will fill 
to the top with water. 


Follow the hallway (avoiding the spiked wheel) to the 
end. Slide down into the room with shallow water. The 
spiked ceiling will lower—you need to hit all three green 


switches to open the dooi to safety. In the next area, 
climb the waterfall and drop into the pool beyond. 
Underwater, next to the door, will be a lever to pull, 
Pulling it raises the water in the area to the ceiling. Get 
some air from the hole at the top, then swim down the 
tong underwater corridor. You will see a lever on the left 
wall. Before pulling the levee go through the small 
opening across from it. Pull the lever there to open the 
gate behind you, and pull the next lever beyond. This 
will open the large dark-colored door back in the main 
pool with the waterfall. Come back out of the small 
opening and hit the lever across the passage to empty 
some of the water. Head through the large dark-colored 
door that's now open. Pull the switch beyond and hit 
the very first lever again. This will raise the water back 
up and allow you access out of the area. 

Go through the room with the small pedestal in the 
middle of the water and head to the next 
room. Hit the switch there—it opens a 
trapdoor that provides your escape 
from the spiked wall closing 
in on you. After you drop, you 
will be sucked through a con 
ndor filled with water. When 
a slows down, grab the gold 
key and continue through the passage to the large 
waterfall room where you started the level 


The Spider Hive and the Silver Key 



This dark cavern can really moke your skin crawl. Use 
the ledges along the walls of the room at the end of the 
cave to find the exit. 



When you first enter this room, you will wont to get to 
the ladder on the other side. 


dodging the boulders. Head through the doorway at the 
top and cross the bridge above the temple, You will 
have a choice of two ways to go. Enter the room with 
the spiked wheel first, carefully making your way to the 
top. In the next room you have to outrun a spiked wheel 
across a wooden bridge. Hit the switch on the other 
side to open the large, red, double doors. Jump back to 
the bridge behind the wheel as it comes towards you. 
Race it back and head back to the previous area. If 
that's too tough, you can drop into the water and go the 
long way. Now go the other direction, up the springy 
platforms, grabbing the ledge at the top. Jump to the 
next ledge and enter the room beyond. 

In this area, you will first want to get to the ladder 
across the room with the lava. Jump from platform to 
platform towards the ladder, running along the spiked 
walk Quickly pull yourself up to the ledge with the lad¬ 
der. Climb the ladder to the ledge and enter the room 
beyond. Race to the ladder down on the right to avoid 
the dosing spiked wall. At the top of the ladder, enter 
the narrow passage. Find and hit the switch. This will 
open one of the red gates you just passed. Locate the 
open gate and walk out onto the ledge. Run and jump 
to the ledge to the left, and again to the following 
ledge. Jump to the pillar in the center and grab the 
Mam Chamber key. Now slide down the dragon's 
body, jumping to the level pedestal when you hit the 
last slope. 





In the large waterfall room, climb onto the platform 
below the ladder you climbed earlier. Use the gold key 
to open the gate to your left. Swim through the open 
gate and find the dark underwater room with the pillars. 
Find a lever on one of the pillars to open the door out 
and find some air. The switch you hit also opens anoth¬ 
er hatch further down the passage. Swim through and 
up into a new area. Climb out of the water and head 
down the creepy, spider-wemcovered tunnel. This is 
probab.y the eeriest area of the entire game. At the end 
of the tunnel will be some kind of giant spider hive. 
Make your way up the ledges along the walls until you 
can jump to the pedestal in the center of the room. 
Jump to the next pedestal in front of the wood-framed 
passage, and jump from there to the actual passage. 
Follow it out to a ledge overlooking the water. Jump to 
the ledge across from you and grab the silver key. Dive 
back into the water and return to the temple. 


The Main Chamber Key 

Use the silver key on the door to the 
small temple entrance to the left of the 
mam temple. Enter and climb to the 
top of the slope, using the ledges and 
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The chamber key is on the pedestal in the middle of the 
room. Use the ledges to your left to reach it. 


The Exit 

Return to the double doors and jump to the single 
square platform with the key hole. This will lower a plat¬ 
form. Jump across to the platform and climb the ladder. 
Drop to the platform on your right and jump again to the 
ladder there, over the spikes. At the top, go through the 
other open red gate to the second dragon. Jump to the 
platform on the left and again to the next platform. 
Jump to the sloped ledge and jump again,, landing on 
the dragon, This next bit may be some of the most chal¬ 
lenging acrobatics in the game. Climb the ladder to the 
swinging blade. Pull a backflip to the sloping ledge 
behind you r then jump and grab the ladder across from 
the slope. Climb it to the swinging blade Pull a backflip 
with a half twist grabbing the ladder behind you. While 
holding the action button, press both the jump and 
twist buttons at exactly the same time. Climb all the 
way to the top and drop down to level ground when you 
can. Head down the hallway to end the level. 


Level 16: Floating Islands 



, The first view of fhe level is daunting. Jump to the slop¬ 
ing ledge across from you, then jump at the end to the 
smalt green platform. 


The First Mystic Plaque 

If the first view of this level doesn't intimidate you, then 
there's something wrong with you. If you're careful, 
however, you can conquer it. From the starting point, 
walk straight ahead and jump diagonally right to the 
slanted platform. Slide forwards, jumping at the last 
second. Veer left during the jump to make it to the plat¬ 
form below. From there, jump to the island with the 
three green statues. Face the statues and look over the 
right ledge for a crevice below that you can grab. Pull up 
into the green room under the area with the three green 
statues. Find the switch and jump through the doorway 
it opens. Walk along the metal gate that was the door, 


jumping to the small green island beyond. Make your 
way to the highest platform on the island, and jump to 
the only ledge reachable. Go to the other side of the 
narrow island and jump to the single small platform. 
From there, jump to the island on your right Continue 
up and across to yet another island, eventually arriving 
to the top of the gold cage over the T-shaped walkway. 
Find the ledge that you can drop to from the neck of the 
T-shaped walkway. Walk to the end of the ledge and 
look down to find the Mystic Plaque on a small green 
platform. To get the Plaque, simply run off the ledge 
towards it—jumping in any way will cause your death. 


The Second Mystic Plaque 

From the platform where you found 
the first Mystic Plaque, jump to the 
closest green platform. Jump again 
to the island that has the three 
statues on it. Make your way 
back across the green stair-1 ike 
platforms to the top of the gold 
cage. Find the opening in the wall 
of the gold cage. Backflip to the 
green sloping ledge across from 
it, slide forward, then jump and 
hang to the ledge of the opening. 
& Pull the switch inside—it opens a 
trapdoor in the roof of the building on 
the island with the three statues. Exit 
through the open gate at the foot of the T-shaped walk¬ 
way, sliding and jumping back to the first island. Climb 
through the open hatch in the ceiling and claim the sec¬ 
ond Mystic Plaque. 



K' 


Getting into the Temple 

With the two Mystic Plaques m hand, head over to the 
large stone island with the intricate door, across from 



Place the Mystte Plaques in the spaces on either side of 
the doors to moke them open. 





In this area, go left and look for o boulder sitting on a 
ledge. Just get ready to outrun rti 


the green, floating, stair-like platforms. Place the 
plaques in the two spaces to open the doors. Once 
inside, go left and find the boulder sitting on the ledge. 
Jump over it and slide to the end. Jump to the platform 
in front of you to avoid the boulder rolling behind you. 
Do a backflip to the previous ledge to avoid the second 
boulder. Now jump back to the ledge where the second 
boulder rolled down. Follow the ledge until you can run 
and jump to the green floating island across from it, 
Grab the zip line and cruise into an area with a bridge. 
Drop to the bridge and enter the room beyond. Find the 
switch on one of the walls to unblock the remaining dis¬ 
tance of the zip line. Use the short zip line to reach the 
climbable wall. Climb to the top to the short green pas¬ 
sage. Drop backwards, grabbing the ledge at the end. 
Shimmy left and drop down to the ground. Climb the 
green platform and get onto the roof, eventually making 
your way back to the zip line on the small green island. 
Now take the zip line all the way to the end, into the 
internal part of the temple. 


Getting Past the Fire Pit 



Doing a swan dive is the only way to make it through 
the opening. Try anything else and you Ml wind up toast. 


From the hall you land in, jump into the large, main 
room, (save the areas down the hall for later). Push the 
movable block so you can reach the floor above. Pull 
the switch on the pillar and return to the bottom floor. 
Find the long gap in the floor with lava in the bottom. 
You will notice that a "bridge' has appeared in the mid¬ 
dle over the lava. Get to this bridge and hit the switch 
there. This opens a trapdoor in the fire pit. Climb out 
and go back up to the second floor, Climb onto the 
ledge. Run and jump through the opening in the fire, 
using the Walk button to execute a swan dive, into the 
water below. 

Find the switch in the shallow area and puli it. Swim 
into the deeper water to find a small opening. When 
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You will need to pull both switches in this room to open 
the door. Get ready for some bloodshed! 


Battle it out with the main boss. Once it's 
down, pull the dagger out of its chest. 


* You will start level IS sitting on your bed., but don't get 
too comfortable. Soon your house alarm system will go off 
and you will be invaded by intruders! 


You start the level almost in bed—Lara's 
already wearing her nightie. Suddenly, out 
of nowhere, Bartoh's men invade your 
house in a last-ditch attempt to retrieve the 
Xian Dagger. Immediately head for the 
gun cabinet next to the bed, and 
open it with the gun cabinet key, 
X Arm yourself with the shotgun 
and grab all the ammo. Now 
defend yourself and your home 
from the invaders. Eventually, 
make your way to the front yard, 
last guy you will have to kill is 
. When you finish him off, 
will end, and you will see 
the final cinema. And that s 
all folks—Game Over! 


Level 18: Home Sweet Home 

Get Off My Property] 


you emerge in the next area, pull up onto a ledge and 
pull the switch. This will stop the blades m the 
hallway opposite you. Head down the hail 
and up the ledges, back to the big room. 

Move the moveable block into a spot that will 
help you reach the new area above the hallway 
you just left. 

Finding the Exit 

Jump across the dark room down the hall and 
grab the crevice on the opposite wall. Shimmy 
right, pull up, and hit the switch to open the gate 
down the previous hall. Jump back to the previ¬ 
ous hall and go through the open gate. Jump into 
the center of the opening in the next room and 
down into the room below. Pull the switch to raise 
the cage. Puli the remaining two switches in the room 
and exit through the green arch. Pull the switch at the 
end of the passage, opening the door at the end, and 
reenter the room with the hole in the floor. Exit the 
room through the second doorway and climb the wall 
up to the top. Perform a backflip with a half twist to 
grab the climbabie wall behind you. Repeat this until 
you reach the top. Pull the moveable block out so you 
can climb up it and reach the zip line. Zip across to end 
the level 

Level 17: Lair of the Dragon 

Getting Inside The Lair—The Mystic Plaque 


This is it! This is the last major level, where you will 
finally come face to face with a drastically transformed 
Bartoli, You first must get past his guards and find your 
way through a few simple puzzles, but the level is fair¬ 
ly short, 

Start the level by going through the doorway with 
the statue into the next room. Pull the two switches 
in the room and exit through the passage that 
opens. In the next dark room, kill everyone and 
grab the Mystic Plaque off one of the dead guys. 
Use it to the left of the s arge door to open the door 
enter the lair 

Boss 

will be in a very large room that is strewn with 
that lead to water below. In the center is a 
pedestal that Bartoli is laying on, After a 
moment, he will transform into the dragon from 
the opening cinema. The best strategy for killing 
him is to stay near a hole leading to the water 
You will need to jump in any time the dragon 
sets you on fire. Constantly shoot at him and try to 
position yourself under his neck, where he can't easily 
breath fire on you. Watch his legs, though—one good 
swipe can take you out completely. Once you fell the 
dragon, you must find his chest very quickly and pull 
out the Kian Dagger If you fail, the dragon will come 
back to life, and you'll have to do it all over again, Once 
you manage to get the dagger, the entire room will 
begin to collapse around you. Find the doorway and 
run for the exit. 



At Hie beginning of the final stage, run fa the gun closet 
on the other side of Hie bed. After opening if, grab the 
shotgun First. lake out the first couple af baddies then 
grab the rest af the ammo. Don't forget the health packs— 
they're the only ones on this level! 



- That's it, game over. Mow sit back and watch Lara take 
a shower...then again, maybe not. You'll just have to finish 
the game to see what really happens! 
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Armored Core: 

rhe hidden ac parrs 




ne of the coolest things about Armored Core is the ability to 
create your own mech—and the variety of parts to choose 
from is massive. Of course, you want to use all the most powerful 
parts to build your mech, but some of the best parts are hidden! The 


game has a total of six secret parts, and we re going to tell you 
whereto find them. Some of the parts are located in the earlier mis¬ 
sions, although the remaining are found much later in the 
game. Get ready to arm your mech to the teeth! 






Hteator of operations: 

Doan Bridge. Avftlon Dailey 
Eiieny forces: MorUer NTs* NTs 
Conditions for success; 

Eliminate bridge occupants 


HIDDEN PART; Large Rocket WR-L24 


A At the start, turn USO degrees 
and jump over the barricade* 


MIS $ ION: Etiminate Strikers 

REQUESTER: Chrome 
ADVANCE PAYMENT: 0 Credits 
REWARD FOR SUCCESSFUL 
MISSION: 13,000 Credits 
DESCRIPTION: The 
5 the 
firepow¬ 
er of any stn- 
gle weapon. 



A The WR-L24 is behind the 
vehicle in the center. 
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IlwHJter of operations: 

Heauensrock Supply Depot No, 
Eneny forces: 

Cond i t i ons for success: 

Defend lead car uithin region 


HIDDEN PART: Head Unit HD-X1487 

MISSION: Guard Freight Train - 32,000 
REQUESTER: Murakumo Millennium 
ADVANCE PAYMENT: 1 2,000 Credits 
REWARD FDR SUCCESSFUL 
MISSION: 20,000 Credits 
DESCRIPTION: The HD-X1487 
has the full-range sensors, 

with the except 
tion of an 
auto-map 
¥ function. 


- y.. i 


A Destroy a If the boxe s in the 
battleground until you find the 
Head Unit,.* 



A ...Rut if you^re not quick 
enough, the enemy wilf destroy 
the train youVe trying to protect! 



MISSION: Destroy '"Plus" Escapee 
REQUESTER: Murakumo Millennium 

ADVANCE PAYMENT: 0 Credits 
REWARD FOR SUCCESSFUL 
MISSION 5,000 
Credits 

DESCRIPTION; 

The GBG XR is 
a custom-made 
generator that 
has both power 
and capacity. 


HIDDEN PART; Pulse Generator 


GBG-XR 



A This level has three buildings. 
From the building where you 
start the level/ look down la 
find a small platform between 
the other two buildings* Jump 
to the platform and turn 
around ISO degrees* 



a Four catwalks circle the build¬ 
ing on which you started. Count 
down from the top ond jump to 
the third-floor catwalk. Walk 
carefully around it to reach the 
back of the building. There you 
wili find the GBG-XR. 
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HIDDEN PART: Dual Missile WX-S800-GF 




llieater of operations; 

Isaac City Air Cleaner 
Eneny forces: Jnte-wo 
Conditions for success; 

Eliminate the terrorists 


A At the beginning of the (eveJ, 
walk straight into a big 
room with enemies. 


MISSION: Retake Air Cleaner 
REQUESTER: Murakumo Millennium 

ADVANCE PAYMENT: 0 Credits 
REWARD FOR SUCCESSFUL MISSION: 

46,000 Credits 

DESCRIPTION The WX-S8O043F fires 
six missiles with one lock-on. 



A Destroy' your opponents in the 
room, then look up to see two 
tunnels blocked! by grotes on 
the ceiling. The WX-S8GG-GF is 
behind one of the grates. 


I 




I heater of operations: 

Ruirts of Uaella, Dragna Region 
fiMMiy forces: ■ • 101 • 

Conditions for success: 


DEN PART: Laserblade LS-99 


MISSION: Kill “Struggle" Leader 

REQUESTER: Chrome 
ADVANCE PAYMENT: 18,000 Credits 
REWARD FOR SUCCESSFUL MISSION: 

IS-99- 

Moonlight has more than 
twice the power of 
conventional 
blades. 



Moonlight 



A Go down the first main hall, 
poising the first passage on the 
right, and Stand in front of the 
passage going down the left. A 
big flaming rock will hit you, 
making you fall through Hie 
floor to a large room. 



A Deep inside this room is the 
LS - 99-Moor I ig ht. 






Committee 


12,000 Credits 


11 tenter of of jerat i ons : 

Reclaaation Plant: Blast: Furnace 
Eneny forces: 6 Battle HFs 
Conditions for success: 

Destroy all intruders 


HIDDEN PART: Flamethrower WG-FG99 


MISSION: Destroy Intruders 
REQUESTER: Earth Environment 
Reclaim" 

ADVANCEi 

REWARD FOR SUCCESSFUL _„ 

30,000 Credits 

DESCRIPTION The Flamethrower's true 
power is realized in hand-to-hand com¬ 
bat, where it is most effective. 



A Find the correct hollow area 
and destroy the box to get the 


WG-FG99, 



L 


A 


Item 

EP 

WP 

Head: HD-X1487..... 

.420. 

..166 

Core: XCH-01. 

. 873 

.,1384 

Arms: AN 663 3. 

.1394. 

.1726 

Legs: LN-3001. 

.2,206. 

.3,137 

Generator: GBG-XR.... 

.0. 

.452 

PCS: QX-9009.. 

.55. 

. 2A 

Boosters: B-VR-33....... 

.35. 

.255 

Back Weapon: WX-S800-GF. 

.656. 

.1,110 

Arm Weapon: LS-99-Moonlight. 

.93. 

....336 

Arm Weapon: WG-FG99. 

.9. 

..352 


Totals 

AP: 9,573 Weight: 8,942 
Grade: Above Average 



Cost: $708,600 

- r • ■ V r - 

_■'* 




We wanted to see what kind of mech we could get using the hidden AC 
parts—the result is the PSM Boomer, She can strike from long distances 
with her WX-S8D0-GF Dual Missile pack, but she .is most effective in close 
combat. Both the flame- _ 


thrower and the LS-99- 
Moonlight are extremely 
powerful weapons when you 
close enough to an opponent. 
And with a high armor rating, the 
Boomer can take a lot of punish¬ 
ment This is a good thing, as it 
offsets her slower speed. 
Remember, Boomer is 
just one of countless possibilities—make sure to experi¬ 
ment with your own combinations! 
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The world’s leadins authority on the games industry. 


Next Generation is a high-quality, 
stunningly-designed magazine covering 
leading-edge computer and video games 
for savvy, multi-system gamers. Next 
Generation enables the sophisticated 
gamer to get the inside story on the 
latest platforms and new technologies 
emerging in interactive home 
entertainment. 

* Created for a new generation 
of hardware and software 

* Exclusively written for 
sophisticated game players 

% Daringly designed to look and 
feel like no other magazine 
☆ Delivered right to your door 
each month 


can 1-800-706-9500 to 

receive your FREE issue of Next 
Generation at no risk. If you’re 

pleased with what you see, we’ll 
send you II more issues (12 in all) 
for only $ 19.95-over 70 % off the 
cover price! 

With your paid order, we’ll send you 

The Next Files, two limited- 
edition CD-ROMs, absolutely FREE! 
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ey, we ain't done with that bandicoot just yet! Last month, we printed a guide to all of the hidden gems and secrets, and we want¬ 
ed to include a guide to beating all of the bosses—but we just plain ran out of room! So, to give you the full strategy, we re running 
those very same boss tips this month for your gaming pleasure. A couple of the bosses are fairly easy to beat, but when you get 
into the later levels, these guys can get to be a little frustrating without some help. So good luck, and go nail Cortex! 


BOSS 1: Ripper Roo 

Ripper Roo is absolutely nuts! He hops around the giant platform 
changing every spot he lands on into either TNT or Nitro (he alter¬ 
nates), The key is just to stay out of his way-after hopping 
around for a bit, hell blow himself up! One key point to remem¬ 


ber: he always sticks to his same jumping patterns, so after a 
couple of tries you should see where the safe spots are on the 
platform. Once you know those spots, you can just stand there 
and Roo won't even come near you. 




BOSS 2: Komodo Moe and Komodo Joe 


These guys work together—one of them will constantly spin 
around the room trying to hit you, while the other one throws 
swords at you. They may look intimidating, but beating them 
is easy. When one of the two starts throwing swords at you, 
just run around the outside of the room to stay ahead of the 


swords as they stick into the ground behind you. Whenever the 
other spinning one comes close to you, you spin into him —-this 
will send him flying into the other guy, and they'll both take dam¬ 
age. It may take you a few tries, but once you get the hang of 
their attack patterns, beating them is a cinchf 


BOSS 3: Tiny 

This boss is fairly simple in his approach, but he can still be a 
challenge for you to conquer. First of a If, you have to avoid him 
by jumping from platform to platform (remember to jump diag¬ 
onally if you have to). If he touches you, its all over. If you can 
survive long enough, several platforms will begin to flash, mean¬ 


ing they're about to drop off the bottom of the screen. Make 
sure you're not standing on the platforms when they fall. The 
key is to get to a safe platform before the others drop, while at 
the same time luring Tiny to a flashing platform just as it drops. 
The premise is simple, but the timing is crucial! 




BOSS 4: Dr. N. Gin 


N. Gin comes at you in a giant flying robot, and he is probably 
the toughest boss in the game. He attacks you in three 
stages. First, he attacks with a laser from one of his 
arms. Just keep firing at his arms until you blow one up. 
When he fires the laser, jump over it early, and get in 
some easy shots at his other arm as he follows through 
with his attack. Once he's down to one arm, he 1 !! fire off sever¬ 
al missiles that fly around and home in on you. Don't get rattled, 
just stand your ground right in front of him and blast away at his 


remaining arm until it blows up. You'll have to jump over a low- 
flying missile or two as they come quickly flying in from off the 
screen, so keep an eye out for them. Finally, with both arms 
blasted off, N. Gin will begin raining missiles down on you. The 
missiles always fall in the same pattern. If you find a spot on the 
platform where you can safely stand between the missiles as 
they fall, you won't have a problem, Keep firing at the missile 
launchers on the robot's shoulders, and after a few hits you'll 
win the battle! 


BOSS 5: Dr. Neo Cortex 

Thts is it, the final showdown with the evil doctor himself! 
The battle takes place in outer-space, where Cortex is trying 
to escape using his jetpack. You've got to chase after him 
and stop him from getting away, or there's no telling what 
new evil plan he might hatch! Actually, stopping Cortex ain't 
all that tough. Just go full-throttle with your jetpack to catch 



up to him, and don't slow down for anything. Keep an eye on 
the obstacles ahead (like asteroids), and zero in on Cortex 
When you get close enough, spin into him, After each 
you hit him, he'll shoot out far ahead of you again, so you'll 
have to keep playing catch-up. It only takes a few hits to stop 
him though, and Crash will save the world once again! 
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your complete monrhly source For all rha neiuesr 
and coolesr playsrarion cheats 


Face it—you're a Code Junkie. You need 
every new PlayStation cheat and password, 
and you want 'em now. Don't worry, our 
sources are the best. Stay connected with 
PSM and your supply will never go dry. 



IVIore Ammo 


Test Drive 4 

Four Exclusive Codes 




For more ammo, pause the game during normal game- 
play and press . Next, highlight "HELPTEXT." Press 
and hold LI + R2, then press X + A, You will hear a 
beep when the code is entered correctly, When you 
return to the game, you will be stocked with ammo. 
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Enter these 
codes with 
the HELP TEXT 
option high¬ 
lighted in the 
pause menu. 


More Health and Armor 

For more health and armor (something you can never 
get enough of), pause the game and press A. Next, 
highlight "HELP TEXT." Press and hold 11 + R2, then 
press + X. You wit! hear a beep when the code is 
entered correctly. When you return to the game, you 
will be fully stocked on health and armor. 


Now it's possible for you to live forever, although this 
doesn't necessarily make the game easier. 


PSM has the exclusive on some hot codes for this 
racer—you won't find these anywhere else! Enter the 
codes on the name entry screen that appears when 
you win a race. The quickest way to get to this screen 
is to win in the drag 
strip mode. Be sure to 
use one of the faster 
accelerating cars! 

Enter the code with 
this option highlighted 
in the pause menu. 


The game's 
extra tracks ore 
actually the first 
five tracks in 
reverse and at 
night. Now you'll 
have to drive up 
the hills in Son 
Francisco. 


The Pitbull spe¬ 
cial is the fastest 
accelerating car in 
the game—it also 
happens to be the 
funniest looking. 


faster! 


Tiny Cars; MJCMRC 


This code will 
shrink all the cars 
fa remote control 
size, but they can 
stilt take out the 
traffic as if they 
were full size. 



All Cars: SAUSAGE 



Nftro: WH000OSH 

Unis code makes your car go even 



Formula 1 Championship Edition 

Various Cheats 

The codes for this game are some of the most creative 
we've seen—they are all definitely worth checking out. 
You will have to reset the game to play a normal race 
again, though -once a code is entered, it's there to stay. 
Enter the codes as the driver's name in Grand Prix mode. 
With most of the codes, you can back out of the Grand 
Prix mode and play in Arcade mode if you want to. 



From this screen, enter any of the codes as the driver's 
name* You have to reset the game to dear the codes. 


Vtrtua Racing- Style Graphics: VIRTUALLY VIRTUAL 





Music Generated by the Track and Barriers; 

SWAP SHOP 

Monster Truck Mode; LITTLE WEELZ 


Nuclear Strike 

Level Passwords 



Enter the appropriate passwords 
on this password screen to access lev¬ 
els two through seven. 


Level 2: CUTTHROATS 
Level 3: COUNTDOWN 
Level 4; PLUTONIUM 
Level 5: PUSAN 
Level 6: ARMAGEDDON 
Level 7; LIGHTNING 

Special Recon Mission 

To get into a special recon version 
of any mission, type in the pass¬ 
word "EAGLEEYE" in the pass¬ 
word screen. You can enter this 
password after entering any of the 
level passwords to fly around that 
level. No one will shoot at you, and 


you won't be able to fire at any¬ 
thing. However, it does give you a 
great opportunity to check out a 
level's layout. 



The EAGLEEYE password lets you 
take a leisurely night around 1 the 
level without worry of bodily harm. 



i Chris Slate was actually at the Psygnosis offices in Liver¬ 
pool, England when the FI team put this crazy code into 
the game. He said everyone in the room laughed for five 
minutes when the programmer first blew up the wheels! 
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Helicopter Viewpoint: ZOOM LENSE 
Murray and Martin Sprite Commentators: 

BOX CHATTER 



a These two characters have real star potential. 


Four Extra Tracks in Grand Prix Mode: BILLY BONUS 







game once with any char- 
start a game with the 
shortcuts off. On the char^""' 
select screen, press * twu.tr, muiu- 
ing it the second time. Using the 
technique described in 
Doom code, quickly press 
and LP. Everything 
exactly the same way. 


Random Character Select 

To randomly select your character, press either * or + 
until the cursor starts moving like a roulette wheel The 
shortcuts must be turned off for this to work. 




No Gem Mode 

To play a VS game with the gems deactivated, rapidly 
tap the SELECT button before the battle. When the 
message ,r No Gem? rr appears, the second player must 
press SELECT or the No Gem mode will be cancelled. 


When this message appears, the second player must 
quickly press SELECT. You will now be fighting with no 
power gems to help you out—a true test of your abilities* 
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One oF the extra tracks is in black and white, and you 
will be racing a car that should be in a museum* 


Alternate Character Colors 

Each of the characters have an alternate-colored uni¬ 
form. On the character select screen, highlight a char¬ 
acter in the top row, hold * for three seconds, then 
press X to choose the character. To select a character 
from the bottom row, highlight your character and press 
+ for three seconds followed by X. 




Each character has an alternate color, although the col¬ 
ors aren't necessarily true to the characters. 


Cancel the Winning Pose 

White your bonus points are being tallied, push SELECT 
to cancel the winning pose. You will then be able to con¬ 
trol your character for a short time. 


Frogs Instead of Raindrops: CATS DOGS 
Open All Tracks in Arcade Mode: TOO EASY 


Marvel Super Heroes 

Big, colorful characters that perform powerful, eye¬ 
popping combos—who can ask for more? Well, you 
can ask for some boss codes, and perhaps some alter¬ 
nate-colored characters. 


Play as Dr. Doom 

the game once with any charac¬ 
ter, then stan a game with the short¬ 
cuts off. On the character select 
screen, press + twice, holding it the sec¬ 
time. Quickly press LK r MK, HK in one 
motion {press and hold IK, then press and 
hold MK r then press and hold HK so you 
are holding them all at once). If you do it 
quickly enough, you will hear the announc¬ 
er say ''Captain America/' but a second 
later Doom's face and name appear. 
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eed a little extra help on a game? Then call the 
people who made it. For your convenience, 
we've gathered the following list of tip lines for 
PlayStation game publishers. Most of the numbers are 
900 toll calls, so be warned—they will cost you. If you 
are under 18, you should get permission from whoever 
pays the phone bill before calling, Also, we don't main¬ 
tain these lines, so we aren't responsible for the infor¬ 
mation available on them. 


Acclaim 
Accolade 
Activision 
American Technos 
ASC Games 
Ascii 

Atlus Software 
Bandai 
BMG 
Capcom 

Crystal Dynamics 
Data East 

Eidos 

Electronic Arts 

Fox Interactive 

GT Interactive 

Hot-B 

Interplay 

Jaieco 

KOEI 

Kokopeli 

Konami 

Lucas Arts 

Maxis 

Microprose 

Midway/Williams 

Mindscape 

Namco 

Ocean 

Playmates 

Psygnosis 

Ready Soft 

SCEA 

Sierra 

Spectrum Holobyte 

Strategic Simulations 

Technos 

Tecmo 

THQ 

Time Warner 
Trimark 
Ubi Soft 
US Gold 
Viacom 
Vic Tokai 
Virgin 
VR Sports 


(516) 759-7800 
(900) 454-HINT 
(900) 680-HINT 
(408) 453-9828 
(203) 655-0032 
(900) 288-2724 
(714) 852-2351 
(310) 9264)947 
(415) 3304)600 
(900) 680-2583 
(900) 737-4767 
(900) 454-5435 
(900) 7734367 
(900) 2884468 
(900) 225-5369 
(970) 522-1797 
(415) 568-9501 
(714) 553-6655 
(847)215-1811 
(415) 348-0500 
(900) 370-HINT 
(900) 8964468 
(415} 5074545 
(510)933-5630 
(410) 771-1151 
(903) 874-5092 
(900) 7374468 
(900) 737-2262 
(408) 289-1200 
(714) 428-2112 
(900) 976-4468 
(905) 4754801 
(900) 933-7669 
(900) 370-5583 
(800) 695-GAME 
(408) 737-6800 
(408) 453-9828 
(310) 787-2900 
(900) 370-HINT 
(408) 473-9495 
(310) 392-3243 
1800) UBI-SOFT 
(900) 288-GAME 
(303) 739-4019 
(900) CALL VIC 
(900) 2884744 
(714) 955-9592 
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Croc 

Level Passwords 

As promised in last issue, we managed to get the pass- 
words m ieveis two through four for all crystals, gobbos, 
and jigsaw pieces. The password for level five, the 
secret island, will come next month, 



| ENTER PASSWORD 

USINC DIRECTIONAL BUTTONS 



Enter the passwords on this screen. 


Level 2-1, Ice Island 

4*«"* + + tt* + t + *** 

Level 3-1, Desert Island 

Level 4-1, Castle Island 


Street Fighter Collection 

Disc One Cheats 

SSF (I Turbo—Play as Akuma 

On the player select screen, highlight Ryu, press and 

hold LI, then press R1, 


SSF It Turbo—New Versions of the Characters 
In the VS mode, highlight any character. Press SE¬ 
LECT + any button to choose a different version of the 
highlighted character. 




Disc Two Cheats 

SF Alpha 2 Gold—Play as 
Cammy in VS Mode 
First, complete the arcade 
mode with Bison (using any 
difficulty level, with or without 
continuing) and achieve first 
place in the score ranking. 
Next, enter "CAM rr as your 
Highlight Bison and 
j hold START until 
Cammy appears. Use any 
button to select her. 


SF Alpha 2 Gold— 


Who wouldn't wont 
to play as Cammy? 


Special Cammy Picture - 

First, accomplish 99 wins in the VS mode. The total 
of I P and 2P wins must be 99 or more, Then com¬ 
plete the arcade mode without losing a round. 
Cammy s special picture will be at the dose of the 
ending sequence.. 


NCAA Football 98 

Various Easter Eggs 

MVP Pause 

When you're using a running play, and you're inside the 
five-yard line with no defenders in front of you, press 
and hofd L2 + R2. 


Touchdown Celebrations 

When you make a touchdown, press and hold LI + L2 
+ one of the following buttons; 

R1 - Spin the Ball 
□ - Hutk Pose 

- Spike the Ball 

- Backflip 

X - Heisman Walk 




The poses are fun and add a bit mare realism to Hie 
game, but your team will receive a 15-yard penalty far 
unsport$man-ltlce conduct. 


Nightmare Creatures 

Are things getting a little too difficult for you? Well, 
PSM r s got some relief . Enter all the following codes on 
the Main Menu. 


Level Select 

At the main menu, press LHL1+L2+R1+RUR2 
+SELECT Then select your level! 



O* anywhere yog want with the level select code. 


Unlimited Lives and Items 

Enter the level select code, then on the main menu 
press Li +R2+R1+L2+SELECT, 

Cut Everything in Half with One Hit 

Enter the level select code, then press L1+R1 + 
L2+R2+SELECT. 




This \s what's known as pure satisfaction! 


Possibly the coolest code for the game, ploying as a 
monster is really fun. You will play as a different monster 
far each level. 


Play As a Monster 

Enter the level select code, then press L2+R1+L1 + 
R2+L1+RHSELECI 


Other Codes 

Enter the following into the user records: 

Electric Football: ELECTR3CH 
Enable the FMV Menu: SEE FMV 


The FMV 5 
aren't terri¬ 
bly inspir¬ 
ing, but if 
you're a 
hard-core 
fan, you 
might want 
to check 
them out. 



See All 112 Teams in the Poll: WHOLE POLL 


Fast Players: GB SPEED 
Show Ail Stadiums: COOLSITE 
EA Sports Team: EASPORTS 
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As usual, 
the EA 
team's state 
are totally 
maxed out. 


Tiburon Team: TIBURON 


15“Second quarters: SHORT QUART 


Rock or Funk Music 

Hold down or X while loading the menus to get roc^ 
or funk music. 


a . 
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Grand Tour Radng 

Unlock the Tracks 

The following three codes will open up all the tracks 
for Scotland, Hong Kong, and Moscow. The code Is so 
hard to do that it r s almost easier to open them up 
legitimately, but here goes. You need to use the R1 
button to tap out the rhythm of a different song for 
each location. You do this on the main menu with 

- • •: • -V 

''Course" highlighted. 

Top 01 st the 
rhythm* on this 
screen with the 
correct course 
highlighted. 



Opening.'Up Moscow 

This one ;s easier than the others, but its still tough. 
You have to tap out the rhythm to "jingle bells, jingle 
bells, jingle all the way." Use the R1 button on the main 
menu with "Course rf highlighted. We suggest trying 
this one first before attempting the others. 

Triple Hay '98 

Even More Triple Play "98 codes 

Just when we thought we had all the codes, EA throws 
some more our way. Enjoy! 

'"Brought To You By" Cheats 

The following cheats throw in the name of one of the 
members of the development team during Jim's 
announcement, "Today's game is brought to you by...". 
Enter all the codes during gameplay and while holding 
LI +■ L2 + R1 + R2. 


1* ♦ 4 4 

2. t, A, t, 

3. ♦, A, ♦ X 

4. t, a, ♦ : 

5. *, A, +, t 

6. ♦ , A, ♦, * 

7. ♦ , A, *, + 

8. ♦, A, *, * 
9.. + , □, * A 
io, + ~i, +, 
n, hn r x 
12. *,.u 


13. D, 

14. □, 

15. * □, 

16. + , □, 

17- *, , 

18- *, , 

19. *, , 

20 , *, , 
21 . *, 

22 , *, , 

23, *, , 

24, *, 




+ 

4 

4 

A 

O 

X 

□ 

t 

+ 

4 


Usercam 

This code allows you to take control of the camera dur¬ 
ing gameplay. Enter the following during a game (do not 
pause). While holding LI + L2 + R1 + R2, press +, +, 

+ + t t + 4 



The camera trick is kind of cool, but then again, it's also 
kind of useless. 


Opsfring Up Scotland 

To open up the Scotland tracks, you have to tap out 
the rhythm to "Scotland the Brave." If you don't know 
the song, you can listen to it by driving under the ban¬ 
ner on the Scotland track. Keep driving back and forth 
under the banner to get it to repeat. It's incredibly dif¬ 
ficult. 

Opening Up Hong Kong 

To open up the Hong Kong tracks, you have to tap out 
the rhythm of the pipe flute music played when you 
drive in front of the Shaolin Monastery. It's very diffi¬ 
cult to hear the music, so you will have to crank your 
TV. Good luckl 


If you're success¬ 
ful, you can go into 
the i™k selection 
screen to $ee the 
opened tracks. 



Cart 

Cart Codes 

Enter the following codes in the "create a driver"’ 
screen. You reach this screen by pressing * when the 
driver Mark Blundell is on the screen. Once you've 
entered some codes, try different tracks to see the dif¬ 
ferent effects. 


Infer the fol¬ 
lowing codes on 
this screen. 


CREATE DRIVER 


r 7Sk 
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I N KNOWN 


Three-Fourths Gravity: FEATHER 
Half Gravity: FLOAT 
Stronger Gravity: RAD BRAD 
No Collision on Cars: BANZAI 
Wheels Only: WHEELS 



Who needs 
that pesky 
cor blocking 
your view? 
Get rid of it 
by entering 
the "wheels 
only" code. 


Win Season: WTFtN 

Invincible in Sim Mode: IMMORTAL 

Two-Lap Race Season Mode: GEK 

Sunset Tracks: SUNNYSKY 

Night Tracks: NIGHTRID 

Mars Mode: SPACE RID 



Now you con 
imagine driving a 
suped-up 
Sojourner around 
a track on 
Mars—one that is 
very reminiscent 
of Laguna Sees* 


Qddworld: Abe's Oddysee 

Level Select 

Go to the Main Menu, hold down R1, then press , 

4 4 :j : 4 4 

, , f t ■— t t ii 1 — 1 p i 


If you wont to 
see more of 
Qddworfd and you 
don't hove the 
patience to play 
through, just use 
the level skip code I 


View Cinemas 

To see all the games beautiful FMV sequences, first go 
to the Main Menu, Hold down R1 and press UR. ■+, 



a 


44 4 4 

- i — i ■ r i 



Just 

choose a 
cinema, sit 
back, and 
enjoy* 


MK Mythologies 

Level Passwords 

Are you stuck on a particular stage? Use the following 
level passwords to see what the rest of the levels are 
like. You must enter the passwords on a medium or 
higher difficulty level in the passwords section of the 
Options screen. 

Enter the 
passwords on 
this screen* 



Wind Stage: THWMSB 
Earth Stage: CNSZDG 
Water Stage: ZVRKDM 
Fire Stage: JYPPHD 
Prison of Souls: RGTKCS 
Bridge of Immortality: GFTLWN 
Shinnok's Fortress: XJKNZT 



Now you 
con go oil the 
way to the last 
level without 
all the pain of 
playing the 
gome* 


Tron Mode: EPILEPTI 



This mode is 
realty cool -look¬ 
ing and even 
adds o bit of 
replay value. 


+ P5TY1 199B ***u + **ii*iUiu**jUiUiM**. 
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game shark codas 


ACE COMBAT 2 


Extra Planes... 

.80010c440101 

80010c460101 
80010C480101 
80010c4a01Q1 
80010c4c0101 
80010c4e0101 
8001OcBOOlOl 
80010c520101 

Infinite Fuel...... 

.8003936c2400 

8003936e82ac 

FANTASTIC FOUR 

Infinite Health P2.. 

.800e058c0042 

800e058e0042 

FELONY 11-79 

NSR. 

.800705840001 

GT5. 

.80070b880001 

CIV. 

.80070b900001 

Lime... 

.80070b940001 

Bus,,...... 

.80070b9c0001 

DTK... 

.80070ba00001 

GT1. 

.8007ObbSOOO1 

ELS. 

.80070bc40Q01 

Formula 1. 

.80070bac0001 

PLC... 

.8 0070 bbOOOO1 

PCS... 

.8007Cbb40001 

Diablo... 

.,....80070bbc0001 

Viper...... 

..80070bc00001 

Tank . ... 

.,.,80070bc80001 

VW.-,... 

.80070bcc0001 


Street Sweeper. .8GG7GbdQQG01 

Garbage Truck... S0070bd40001 

RC Car..... S007QM800GI 

GTR '98 

Moscow Levels (Xu).....,.,,,..800269580007 

Moscow Levels (Ivanov)...8002697C-0007 

Moscow Levels (Ahmed)..,......800269340007 

Moscow Levels (Baptiste)..800269880007 

Moscow Levels (Lumiere}.......800269640007 

Moscow Levels (Rossi).8GG2694e0007 

Moscow Levels (Roberts).800269700007 

Moscow Levels (Morgen)...800269400007 

Easter Island Levels (Xu) _„_80G2695a0007 

Easter Island Levels (Ivanov).8OO2697e0QO7 

Easter Island Levels (Ahmed) .,....,,,,,800269360007 

Easter Island Levels (Baptiste),..,.8002698aQ007 

Easter Island Levels (Lumiere).800269660007 

Easter Island Levels (Rossi)..,.,8Q02694e0007 

Easter Island Levels {Roberts)..,.800269720007 

Easter island Levels (Morgen).,..,.800269420007 

Switzerland Levels (Xu).......,8002695c0007 

Switzerland Levels (Ivanov)...800269800007 

Switzerland Levels (Ahmed).,800269380007 

Switzerland Levels (Baptiste)......8002698c0007 

Switzerland Levels (Lumiere)....,800269680007 

Switzerland Levels (Rossi)......800269500007 

Swrtzerland Levels (Roberts).,.....800269740007 

Switzerland Levels (Morgen)..800269440007 

Scotland Levels (Xu).8002695e0007 

Scotland Levels (Ivanov),..,..,,,,...800269820007 

Scotland Levels (Amhed)..,..80G2693aQ007 

Scotland Levels (Baptiste)....8QG2698e0007 


Scotland Levels {Lumiere),,....„..80Q2696aQ007 

Scotland Levels (Rossi).,....,.,800269520007 

Scotland Levels (Roberts).8Q026976QGQ7 

Scotland Levels (Morgen).800269460007 

Hong Kong Levels (Xu)...800269600007 

Hong Kong Levels (Ivanov)..,,,.800269840007 

Hong Kong Levels (Ahmed)...8002693c0007 

Hong Kong Levels [Baptiste)...800269900007 

Hong Kong Levels (Lumiere),......SOG2696C0OO7 

Hong Kong Levels (Rossi).......800269540007 

Hong Kong Levels (Roberts)......800269780007 

Hong Kong Levels (Morgen).800269480007 

Egypt Levels (Xu)........................800269620007 

Egypt Levels (Ivanov)...,,,..,800269860007 

Egypt Levels (Ahmed)...80Q2693eQ007 

Egypt Levels (Baptiste).......800269920007 

Egypt Levels (Lumiere)..........,....,.8002696eQ0G7 

Egypt Levels (Rossi)....800269560007 

Egypt Levels (Roberts)........ ..8002697aQG07 

Egypt Levels (Morgen).„.8G02694a0QG7 

MARVEL SUPER HEROES 

Infinite Health PI....800919e40080 

800921e40090 

Infinite Health P2....,...80091a1cGG80 

800924140090 

RESIDENT EVIL 2 (DEMO) 

Infinite Health .....800a 1 c9200c8 

Gusto mi Shotgun 1 st Res...800a4be4HG8 


MK MYTHOLOGIES: SUB-ZERO 

Infinite Lives.....8QGd7d480OO2 


Excaliber 2555 AD 

All the Cheats You Need To Finish the Game 

Level Passwords 


NITER PASSWORD 


A □ X 





Full Health 

Pause the game and press , j, X, , , to refill 

your health. 




Refill Sword Power 

Pause the game and press , ,, Q □, , , C, p to 

refill your health. 


* ■ KHAviT 



.. at 


EftT£R PR SSU OF; D UITH SUTTOtri 

THEM PRESS STAIR T PUT’OH 


Enter the following passwords on this screen. 


Level 2: , X, 

Level 3: , X, , , 

Level 4: □, X, , , X, 
Level 5: , X, , , □, X 

Level 6: X, , 

Level 7: J. J, , , X, 
LevelS: , X, 3, , , i 

Level 9: ,X, , , 0,1 

Level 10: , , , □, 4 X 
Level 11: X, 1, J, X, , II 
Level 12: , . X, , 

Level 13: , X, X, X 


CHEAT : Full health 


If you enter the full health code is correctly, you will 
receive this message when you unpause the game* 


Skip Level 

Pause the game and press U, t U t , f , , to 
skip to the next level 




CHERT : Sword p&werWf M 


A powerful sword is an adventurer's best friend* You'll 
never run out of sward energy with the refill sword 
power cade. Hack away! 
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Golden Eye 


FRANK’S GONNA HOLD HIS 
BREATH UNTIL YOU CALL! 


SO HURRY UP- 


''Call now for the 
latest TIPS, HINTS 
and STRATEGIES 
for your favorite 
games. Including: 




PLEASE! CALL THE 

ULTRA GAMEPLAYERS 
TIP UNE TODAY. 


Madden ’98 


s cast Si.43/minure] 


INCLUDES 


PREMIER CLUB 


EDITOR'S PICHS 


Whatever your sport, we ve 
got the hottest tips to all the 
hottest sports games 


Tips on the latest games for 
Sony Playstation, Nintendo 64 
and Sega Saturn 


Our editors choose their 
all-time favorite games to provide 
tricks, cheats and codes 


Calls average 3 minutes in length. If you Ye under 13 years of age, please get your parents' 
permission to call. Brought to you by ULTRA GamePlayers Magazine in beautiful Brisbane, CA. 












































of Events 

Live events begin 6:00 PM PST 
unless other wise noted. 
Contests and polls will be posted by 
6:00 PM on the designated days. 



www.imaginegames.com 



Dec. 1 Monday One-year Anniversary Special PSXPower has been 

online for a year now. Well take a look 
back at the games of 1997, as well as some of 
the bigger industry events that have made 
1997 an amazing year, www.psxpower.com 

Dec, 2 Tuesday Patent Wars Next GeneratioN Online talks with a prominent 

developer about the disturbing trends in soft¬ 
ware patents. Read this exciting interview 
today, www.next-generation.com 

Dec. 3 Wednesday Japanese for Gamers The Codex of Japanese game 

companies. Saturn World teaches you how to 
search the refease lists for your favorite firms to 
snag those games that'll never come out here, 
w w w. sat u rn w o rid. co m 

Dec. 4 Thursday Why Cartridges? Has the decision to stay with the tried- 

and-true gaming format hurt Nintendo in the 
long run? We give readers the technical break¬ 
down on carts, the advantages and disadvan¬ 
tages of the format, and the cost issues. Don't 
miss this high-tech special report. 
www.n64.com 

DeC . 5 F i'i d.ly: Game of the Ye Ultra Game Players Online sorts through 

the year's hottest releases to determine our pick 
for the best game of 1997. www.ultragp.com 

Dec 8 Monday Contest: Write Your Own RPG rpGs are all the rage 

right now. Send us your treatment for an RPG. 
and the best one will win an RPG prize pack¬ 
age! www.psxpower.com 


Dec. 9 Tuesday Super Q&A Day More than 20 of your most burning ques¬ 
tions are answered by Next Generation Online, 
w w w. ne xt- gene rati on.com 

Dec. 1 0 Wednesday Otaku Christmas Try the contest and win a prize! 

SaturnWorld is giving away the items rn our 
Sonic Fix section to lucky winners. Get Sonic 
dolls., figurines, chopsticks, Virtual On sta¬ 
tionery, and more! www.saturnworld.com 

Dec. 11 Thursday Surprise Palace Developer Join N64.com when we 

host a Palace chat with a very special surprise 
developer, www.n64.com 

Dec. 12 Friday PCs Better Than Consoles? rts the great debate, which is 

better? Join the UGP Online editors on the IGN 
Palace to sort it alf out. www.ultragp.com 

Contest: Create a 3D demo Create a 3D demo (similar to the of' Amiga days) 

and win one of three types of 3D accelerators 
as well as 3D accelerated games. Contest will 
begin on December 12th and run until Jan 
12th. Winners can receive - - a Riva 128 based 
card, a 3Dfx rush or voodoo based card as well 
as 3D accelerated games. 
w w w, vood ooe x t re m e. co m 

Dec. 15 Monday: Feature: Sony Musk Entertainment ft's not Just 

music anymore, Ever since PaRappa, Sony 
Music has been a developer to watch. We take 
a look of some of its upcoming titles, www.psx- 
power.com 
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Pre-Order the hottest games online with IGN and EB! 


In an effort to make it easier for you to get 
the games you want, the Imagine Games 
Network and Electronics Boutique have joined 
forces to offer an exciting and FREE service 


Make it easy on yourself! 

www.imaginegames.com/st 


Through this exclusive partnership, IGN visitors can reserve 
their copies of the hottest games before they are released, 
by pre-purchasing them online, as well as purchase current¬ 
ly released titles. Now you can have the hottest games in 
your hands at practically the same time they hit store 
shelves, guaranteed -no lines, no malls, no hassles! 


Here's just a small sample ol the 
many games currently available for 
order and pre-order through IGN 

Castlevania (PSX) 

Colony Wars (PSX) 

Crash Bandicoot 2 i PSX) 


Dark Reign (PC) 
Fighting Force (PSX) 
Final Fantasy VII (PSX) 
Hexen 2 (PC) 

Jedi Knight (PC) 
Madden 64 (N64j 


Marvel Super Hereos (PSX) 
Diddy Kong Racing (N64) 
Porche Challenge (PSX) 
Postal (PC) 

Quake 64 (N64) 
Quarterback Club 98 (N64) 


Resident Evil 2 (PSX. PC) 
San Francisco Rush |N64) 
Starfleet Academy (PC) 
Starship Titanic (PC) 

Tomb Raider II (PSX PC) 
Utttma Online (PC) 




DEC. 15: Monday Vote for Your Favorite Games of 1997 vote in lots 

of categories for specific things you loved 
about video games in 1997! We'll be accepting 
votes beginning December 15, See the results 
on January 1st, 1998, www.videogamers.com 

Dec. 16 Tuesday Download Dementia Day Five of the hottest PC Demos 

arrive at Next Generation Online Get them all 
now, www.next-generation.com 

Dec. 17 Wednesday The Big List Short and sweet reviews of every single 

U.S, Saturn title, Just in time for the holidays,, 
too! www.saturnworid.com 

Dec. 18 Thursday The Top Five N64 Games N64.com gives readers a no 

nonsense critique of the five best and worst 
games available in time for the holiday season. 
Well tell you about the best buys for your 
buck and what games should be avoided at all 
costs, www.n64.com 

Dec 19 Friday H6p: The Legend What is 'Hep 1 and what the heck does it 

have to do with gaming? Find out in UGP 
Qnfine's craziest feature yet. You won't want 
to miss this one! www.ultragp.com 

Dec. 22 Monday Feature: The Games of 1998 The new year is almost 

upon us, and that means another year of great 
games. PSXPower examines these games, and 
points out the ones to watch, 
www, psxpower.com 

Dec. 23 Tuesday Quake Resource Update Next Generation takes anothe 

look at the best resources for Quake players 
including updates, GL patches, and the best 
mods on the Internet www, next- 
generation.com 


Dec. 24 Wednesday A Day in the Life Say hi to the SaturnWorld editors in 

a totally natural and unscripted feature about 
the high-paced world of Saturn games, 
www. sat u rn worl d, com 

Dec. 25 Thursday Insult the Editors Day The editors of N64.com will be 

hosting an "insult the editors" Palace session 
for your enjoyment. Disagree with an editorial? 
Don't like our review? Love wrestling? Let us 
have it — but prepared to take it as good as 
you can give, www.n64.com 

Dec. 26 Frid&y Whst's Wext? Ultra Game Players Online looks ahead into 

1998 to bring you a glimpse of the new year’s 
hottest prospects and major events. 
www.ultragp.com 

Dec. 29 Monday Special chat PSXPower hooks you up with a major devel¬ 
oper who will talk about the company's latest 
game as well as snippets from forthcoming 
titles., www.psxpower.com 

Dec. 30 Tuesday Talk with the Editors palace chat with the stellar online 

writers who hook you up everyday with the 
best in the business, See what they really think 
of the latest games, www.next-generation.com 


Dec. 31 Wednesday Editorial Challenge The editors from the online sites 

N64,com f Saturnworld, Ultra Game Players, 
and PSXPower take each other to task in this 
reader-requested special debate. A rip-roaring 
time for all. www.saturnworld.com 
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PSM isn't just a passive experience, so drop 
us a line at PSM Letters, care of Imagine 
Publishing, 150 North Hill Drive, Brisbane, 
CA, 94005. Or even better, if you have access 
to e-mail, we re at psm@imagine-inc.com. 



That** right—we're PSM, and we pack 
some serious*..well, Norf, Now you know 
what it's like hj be late to work here.,.. 


I have a question. I am currently deciding 
if I want to go into the programming 
business. I'm thinkin' about studying C 
programming. I want to know if it could 
be possible to learn it, and one of these 
days become the next person to make a 
game phat as Tomb Haider. I am decid¬ 
ing if I should get a Net Yaroze—for the 
price, it's great. And one other thing, do I 
need a whole lot of math skills? if I do, 
my programmin' career is finished be¬ 
fore it even got started !! 

Tony Miller 

tony_h@ix. netcom .com 


► STEVE; The videogame industry 
(including the computer industry) is 
always on the lookout for quality pro¬ 
grammers and artists, Just look at the 
back section of Next-Generation mag¬ 
azine for a great fisting of available 
jobs. As for you creating the next 
Tomb Raider, it is entirely possible. 
After all, Doom and Tetris would have 


never been created if people like you 
didn't exist, If you are serious, the 
Yaroze is a great investment. Being 
able to show a potential employer the 
game you created on the Yaroze may 
well increase your chances of getting 
hired. Above all, be prepared to spend 
a lot of time learning C and C++, as 
they are a bit difficult to pick up. Math 
skills will be necessary. You won't 
need to be an Einstein, but Algebraic 
knowledge will only help. 

Import Mania 

Hello, there, I just read your first maga- 
Time, and I think it's great! I like the 
import pages the best and think the sec¬ 
tion should be expanded! 

Bill Goodman 
roenick@rustynail.net 


1. Is there an official release date on 
Resident Evil 2? Since it was delayed so 
long, should this lead us to believe they 
are adding a lot to the game, such as 
making it two discs? 

2. I've played the demo that was pack¬ 
aged with Directors Cut and it was fab¬ 
ulous. Have you heard whether or not 
Leon and urn...the chick (Chris's sister, I 
think) will travel to Europe (stated in 
Chns r s diary), or if that will be saved for a 
possible third game? 

3. With computers already far surpassing 
most of the games on the PlayStation, 
and games using 90% of the console's 
capabilities, do you think Sony is lying 
when it says that it has no plans for a 
new machine in the future? 

Chad Miller 
Bibert69@aol.com 


Hey, Bill. You are doing a great job on the 

wonderful Otaku section, but it needs to ► NOAH: Let's see, now: 
be larger. Are you planning to expand it? 




1. Resident Evit 2 is anticipated to hit 
stores late January or February, 
although no official street date has 
been set. Judging from the 
demo f there should be 
much more to the sequel. 
There's no real word 
on why it has taken 
so long. ,J can only specu¬ 
late that they are waiting 
until the game is perfect, 
which is just fine with me. 


2. i have no idea—well just 
have to wait and see. 


Mark Harris 

34575@com puserve. co m 


► BILL: Beginning 
this issue, Nihon 
Game Otaku will 
be expanded to a 
full FOUR pages! 
Yoroshiku neff! 


* Nihon Game Oinku 
Urn, you 

from 
sneak 

peek at a future 
friend of ours*** 
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Jet Li laser discs. And yes, I am fluent 
in Japanese. 

Longing for Dragon Quest 

i recently read that Enix has decided to 
develop games for the PlayStation. Does 
this mean there could be a compilation 
disc or re-release of the first Dragon 
Warrior games, or do the publishing 
rights still belong to Nintendo? 

Russ Thornton 
Liberty, KY 

[ am an avid RPG fan and have pur¬ 
chased every related title that has been 
released on the PlayStation. I loved Final 
Fantasy VII and think it is one of the best 
RPGs ever made. Now that Enix is 
signed on to do a Dragon Quest for the 
PlayStation, do you think it will ever 
release any of the older titles, like Square 
did?! think it would be a wonderful idea 
if Enix released all the Dragon Quests on 
one CD with new intro movies and 
soundtracks. What are your thoughts? 

Mike McKenzie 
Salt Lake City r UT 


Well Mike, Enix hasn't said whether it plans 
to release the aid Dnagjon Quest games* 


► CHRIS: IMo word from Enix on 
anything like that yet but I agree that 
would be awesome!!! Especially 
since the 16-brt versions of Dragon 
Quest never came over to the U*S., 
which was absurd. 


does the Sony analog control pad 
(Australian version) have force feedback, 
as mentioned in many magazines? 
Finally, what will Jekken 3 look like, and 
what are the new features? 

Quan Pham 
qtpham@senet.com.au 

► STEVE: Hey Quan. Hope things 
are well down under! There is no real 
news on the PlayStation 2 yet just 
rumors, and I don't think we will be 
able to report any concrete info for 
awhile. Sony is definitely keeping 
very tight-lipped about it. 

None of the current analog pads fea¬ 
ture any sort of vibration feedback, 
Even the current Japanese versions 
are sans vibration. But Sony is releas¬ 
ing a new pad in Japan that has two 
levels of vibration and improved ana¬ 
log joysticks. Its probably a little 
smaller, as well. No word on when 
this is coming to the U.S. 

As for Tekken 3, Namco claims it's 
going to be able to make a very close 
arcade port* No details yet, but we 
will know more in the upcoming 
months. Just don't get your hopes up 
too soon, as the U.S. version probably 
won't be available until late next year. 

! just want to say that I am on Square's 
side when it comes to discussing the 
cancellation of the U.S. release of Tobal 
2. I don't think people realize how much 
pressure Square was under with the 


1. Which do you think is scarier— 
Nightmare Creatures or Clock Tower 7 

2. Of ah the Street Fighter games (includ¬ 
ing Street Fighter 3: Second Impact 
Street Fighter EX Pius , and Collection), 
which is your favorite? 

3. Do you guys have plans to make a 
website on the Internet? 

Fox Nystrom 
NYSTPOM09@aoi.com 

► STEVE: It is unfortunate that 
Square isn't releasing Tobaf 2 here, 
but I think it's time for gamers to look 
more towards the future. Square is 
busy working on some extremely 
cool titles, such as Parasite Eve t Eim 
Hander , and Final Fantasy VIII And 1 
would prefer they continue ahead 
with those projects instead of worry¬ 
ing about a conversion of Tobal 2. 
Don't get me wrong—! love Tobal 2, 
Gamers will just have to be patient, 
and if they want the game that much, 
then they should go out and buy the 
import. It's worth every dollar, And 
perhaps Square will develop Tobal 3 
and bring that out here, We can 
always hope! 

1. Both titles will make you jump from 
time to time, but I have to lean more 
towards Nightmare Creatures. It has 
a very dark and macabre atmosphere 
that draws the gamer in. From the 
into FMV to the last boss, this game 


release of Final Fantasy VII. People may 
be forgetting that Square also made that 
rock-solid RPG and had too much on its 
hands to bring T2 over to the U.S. 
People really should think before they 
decide to accuse a company of some¬ 
thing like this. With that set 
aside, I have some ques- A 

lions for you: 


was developed to be played in a 
dimly lit room with your stereo 
turned way up. But if you are 
not an action fan, than Clock 
Tower is a great one, too. It 
reminds me a little of D t 
a great early Play¬ 
Station title. You can't 
help but jump out of 
your chair 
when the 
Scissorman 
comes a-calling! 


Do you have any news about the 
PlayStation 2? Also, _ 


V - ■' 

- Nightmare Creatures definitely 
made us jump. Fox* 
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Is Bill fluent in Jap- 
or does he 
a lot about Jap- 
a stuff? That's 
the impression I'm 
getting because he 
knows a lot more than some average 
Japanese games reviewers. I have one 
more question for Bill. What kind of 
Hong Kong movfes do you like? Kung 
~u? HK makes the best fighting movies 
in the world, but they are a bit overexag- 
gerated Do any other staff members like 
Martial Arts films? 


William Hsing 
hsing@ipoline.com 


► BILL: I love HK Kung Fu, shoot 
'em up, and supernatural flicks. 
Anything produced by Golden Har¬ 
vest or Shaw Brothers, or directed by 
John Woo, Tsui Hark, or Bingo Lam, 
is instant gold in my book! My 
favorite actors/actresses are Chow 
Yun-Fat, Jet Li, Jackie Chan, Gordon 
Liu, Maggie Cheung, Michelle Yeoh, 
and Tony Leung Chiu-Wai, Yeah, the 
movies are definitely over the top, 
but they beat any Hollywood action 
movie hands down! Both Stephen 
Frost and Eugene Wang dig HK 
movies as well, and you can't beat 
Steve's collection of Jackie Chan and 


You can expect to see 
RE2 in late January or 
February, Chad- 


3. Sony would 
certainly be lying 
if it said it had 
no plans for the 
future, but it 
has already ad* 
mitted that 
JH there will be a 
yl PlayStation 2, 
As a matter of 
fact, some specs have 
to leak out. 
You can expect some 
big news soon! 
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2.1 am kind of a traditionalist when it 
comes to the Street Fighter series, so 
I would have to lean towards the 
Street Fighter Collection, But 1 love 
Street Fighter 3, as well l can't wait 
for a PlayStation port! But if ( could 
choose two PlayStation Capcom 

fighters to buy this Christmas, I would 
get the Collection and Street Fighter 
EX Plus. You could probably get both 
games for the price of one N64 title! 

3. Well, Imagined PlayStation web¬ 
site, PSXPower (www.psx power, 
corn), has now become the official 
PSM website. The address is chang¬ 
ing to www.psmonlifiexom, It should 
be up and running by the time you 
read this letter! 

Back Issues for All! 

Hello. I would like to congratulate you on 
a great start with your mag. Anyway I'm 
kind of ashamed to admit that l missed 
the very first issue of PSM, I was think' 
mg that it would be great If you have a 
way I can order your first issue. Please 
help my dire predicament. 

Grant Anderson 
cosmos2 3@j u no , com 

I just picked up your third issue (Mega 
Man} and I loved it. I can't believe I 
missed your first two issues! Is there 
any way l can purchase those issues 
through you guys? Also, is the Bushido 
Blade cover an actual issue? t only know 
of the Final Fantasy VII and Castlevania 
covers. I just want to make sure I have all 
of the issues—they are extremely well- 
done, and I love the stickers. You can 
rest assured that a subscription card is 
being sent your way! 

Mark Crow 

(no address provided) 

► CHARLES: Don't fret, folks—you 
can order back issues of all of 
Imagine's magazines. Just call our 
customer help line: 1-800-706-9500. 


The Bushido Blade cover you've seen 
belongs to a mock issue we created 
to show around at E3, We put it 
together to give people an idea of 
what we were doing, ft was only 16 
pages long, and it was filled with text 
from back issues of Ultra GP. 

As I read an article in your online coun¬ 
terpart, PSM-Online (PSX Power), I felt 
compelled to write this letter. It con¬ 
cerned a question in the G&A section on 
Tuesday, October 14, about why game 
companies do not include extras with 
games in the U,S. I read the reply to the 
question with mixed feelings, PSM- 
Online basically stated that these extras 
are too expensive to include for U.S. 
gamers, and that they are only used as 
incentives to get customers to buy 
games m the overly competitive 
Japanese market. On one hand, I under¬ 
stand fully, On the other hand, however, 

I feel this is a questionable defense. 

For one, if we look at the difference in 
games from Japan to the U.S , we see 
that not only have we lost "non-essen¬ 
tial" extras, we have also lost some of 
the game itself. Take Castlevania: SOTN 
for instance. In the U.S. version, the 
Nosedevil and Pixie familiars have been 
removed and are only attainable with 
Game Shark codes. These familiars don't 
affect the price of the game, so why 


remove them? Second, other things are 
changed, as well. Manuals are nicer in 
Japan, and the CD usually has better art¬ 
work. Do game companies save money 
by redesigning their manuals and reprint¬ 
ing their CD artwork? This is absurd. All 
these companies have to do is translate 

the Japanese to English and leave the 
rest alone. They've already got the art¬ 
work and layouts done, so why spend 
money commissioning more (usually 
lesser quality) work for a U.S. release? 


Third, the reply states that extras are 
considered incentive to buy for Japanese 
gamers, U.S. gamers don't need more 
value to help influence what game to 
buy? I'm sure most people only have a 
limited budget for games and would like 
to make the best purchase possible. It 
seems like game companies are telling 
U.S. gamers that we should just be 
happy even being able to buy the games, 
let alone get something extra with them. 
Of course, there are more Japanese 
games than American, but isn't it impor¬ 
tant to have incentives even an a smaller 
market? In Japan, the market offers too 
many games, so they use extras to raise 
the purchase value. However, fewer 
games (like in the U.S.) would usually 
mean higher quality, so incentives are 
Still needed to stay competitive in a 
smaller market, 


We are not "second-hand" 
gamers, and we deserve to 
have everything that was 
available to our Japanese 
brothers and sisters. We all 
banded together to stop cen¬ 
sorship of our beloved 
games, now why can't 
we band together and 
make the game compa 
nies see that they're 
doing some of their 
tomers wrong? Games 
are not for kids any¬ 
more, and we demand 
our rights as gamers to 
be treated e 
around the globe. 


Don't be footed by our advertisements— 
the Bushido Blade cover was created for 
promotional purposes only* 


Michael Ridener 
bear@jellico.com 


► CHRIS: Hey, 1 agree with you all 
the way, pal! When ft comes to losing 
the cool Japanese extras, two factors 
are at work here: First, cost. Color disc 

art and color manuals cost more 
money than the black & white stuff, 
And even though Konami of Japan 
may have loads of money, Konami of 
America has a comparatively smaller 
budget They simply can't afford to 
pack in music CDs, art books, and so 
on. This is the most common prob¬ 
lem—the Japanese parent company 
doesn't care as much about our mar¬ 
ket, plain and simple. The second fac¬ 
tor is that many changes are made to 
Japanese games because the U,S. 
side mistakenly thinks these changes 
are necessary to sell to the U.S. mar¬ 
ket. Take a look at the box art for 
games in Japan versus over here— 
ours is almost always worse, usually 
because the publisher thinks the orig¬ 
inal art is "too Japanese" for the U.S. 
As if you could change the content of 
the game by switching the box.,. 


I just purchased Croc and Castlevania; 
SOTN , and they look great! Who says 
the PlayStation can't run a true 3-D 
game? Looks pretty awesome to me. 
And as for Castl&vama, let's fust say I 
am still sitting here staring at the 
mind-blowing graphics and 
enjoying the orchestrated 
music. Unbelievable! Ko¬ 
nami has really pulled 
one out of its 
hat this time. I do 
have a couple of 


1 I heard that 
certain Sony ti¬ 
tles, such as 
Crash Bandicoot 


- Casftevania es 
undoubtedly one 
of the best gomes 
ever. Corbie. 
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2: Cortex Strikes Back ; will only cost 
$29.99. Is this true? 

2. Do you have any information on Final 
Fantasy Tadics ? Is it going to be action 
combat or actionless, like FFVII was? 

Corbie Dillard 
corbied @a pex2000. net 

► STEVE: Weil, you r re preaching to 
the choir, Corbie. Castlevania is one of 
my favorite games of all time, and 1 
hate to see people dismiss it just 
because it's 2-D. People need to get 
past their 3-D infatuations and (earn 
that games should be based on their 
gameplay and fun factor. 

1. Yup. Sony has started up a new 
"Power Price" line-up that includes 
such titles as Crash 2 and Parappa. 
The suggested price for these games 
is $39.95, but you might find them as 
low as $29,95 in some retail stores. 

2. Tactics is a lot like Vandal Hearts , 
except it has more depth and cooler 
looking graphics. And while it will 
have some of the traditional final 
Fantasy RPG elements, the main 
focus will be on combat strategies. 

Your magazine is the best out there for 
several reasons. It may sound stupid, 
but the print is actually small, so your 
magazine is packed. But I think you 
should have your review scores raised to 
10.1 have a few questions: 

1. When you buy imports and have your 
PlayStation rewired to play them, ss the 
text still in Japanese? 

2. When is Breath of Ft re ///coming out? 
Jesse 

VisionDirect@worldnetatt.net 

► NOAH: Sorry about the small 
print, Jesse, but we have so much 
killer info to share with you and only 



You should start looking for Breoth of 
Fire Hi in the next few months, Jesse, 


so much space. Now here are some 
answers for you: 

1. Yes, Unfortunately, the PlayStation 
does not have a built-in language 
translator. That would be cool for 
gamers who like to import foreign 
titles. Of course, that would pretty 
much put all U.S. publishers out of 
business, since there would be no 
need to translate any titles, 

2, Capcom is still unsure of the exact 
month that BOFIII will be released, but 
it has hinted that a first quarter '98 
timeframe seems feasible. 

I've got a suggestion to go along with the 
cool fid covers that you include in the 
mag. Why not supply some memory card 
labels?! I was honestly thinking about 
how neat it woufd be for the game com¬ 
panies to include these with their games, 
then in your first issue your import sec¬ 
tion shows how the Japanese already 
have this! WOW! Since I doubt any U.S. 
companies will ever give these away, I 
figured a cool mag like yours could supply 
some for the more popular games. How 
about it? 

PS—If you do decide to use my idea, 
make sure you make them easily remov¬ 
able like the lid covers. 

Baldemar Garcia 
b-garcia1@ti.com 

► CHRIS: You read our minds I We've 
got lots of supercool ideas lined up for 
'98, most of which are still top-secret 


at this point. Rut memory card stickers 
are just too obvious to ignore! 

Game Sharking 

I bought a Game Shark (for the Play¬ 
Station) a little while ago, and it didn't 
work so I returned it, I got a second one 
and it didn't work either. I ended up buy¬ 
ing and returning four Game Sharks, Do 1 
have a defective expansion port, or was 
there something put into the PlayStation 
that disables non-licensed Sony products 
(like the rumored lock-out chip in the 
Super NES that prevents the Game Genie 
from working)? 

Douglas Elkins 
beecham@afoha.net 

► NOAH: Personally, I have never 
encountered the problem youTe fac¬ 
ing. But to answer your question, 
Douglas, I forwarded your letter to 
Interact—the company behind the 
Game Shark. Here is its response: 

► With the information given, 1 can¬ 
not be sure where the problem lies, i 
will have one of our Consumer Service 
Representatives contact you for fur¬ 
ther details. As for the hardware 
change in the PlayStation to disable 
the Game Shark, there is no variation 
of the PlayStation that does this. 

—Code Boy, Interact Accessories 

I was reading this "letter to the editor" 
section in some gaming magazine awhile 
ago, and it said that with the Game Shark 
put on the U.S, Saturn, the console can 
play Japanese import games and U.S 
games. If this is true, does the same 
thing happen on the PlayStation? If so, I 
could play some of the greatest import 
games ever made—like Total 2, Dragon 
Ball 2 Final Bout ... 

Tim To 

wmgto@msn.com 

► NOAH: The Game Shark will not 



let you play import games on your 
PlayStation. The only way to do so is 
to use one of the disk swap methods 
or to just get your system chipped. 
And by the way, Dragon Ball Z Final 
Bout is probably one of the worst 
import games out there, Bandas actu¬ 
ally has plans of bringing it here in the 
near future, which is sure to make fans 
happy—at least until they actually play 
it. Someone out there needs to make a 
quality Dragon Ball Z game , 

I also forwarded your letter to Interact 
to get the company's official response: 

► This is true for the Saturn, If you 
hold down the X, Y and Z buttons 
when the Game Shark title screen 
comes up, then press the start button 
twice still while holding X, Y and Z, 
the Game Shark will enable the for 
eign game. Unfortunately, the Play¬ 
Station Game Shark does not have 



Unfortunately, the Game Shark will not 


enable you to play Japanese import games. 

this ability. By the way, have you 
noticed that the only difference be¬ 
tween U.S. and Japanese N64 car¬ 
tridges is the shape of the cartridge 
base? So in theory, if there were 
something between the N64 system 
and the cartridge, say something like 
a Game Shark, either size cartridge 
should work.... 

—CodeBoy, Interact Accessories 

All of us loyal PlayStation owners know 
what kind of royal butt-kick.ng it has given 
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the competition this latter year (FFVil r 
Parappa the Rapper, Crash 2, and so on). 
Our hats off to those behind the games 
and this powerful system. 

My question is about what lies ahead 
in r 98. What kind of games can we 
expect to see on the shelves, and how 
will the PlayStation counterattack the 
massive force behind Nintendo's big 
guns f Zeida 64, Castle vama 64}? f still 
believe that the PlayStation is the better 
buy with quality and affordability. 

Also, will your future publications 
contain a release list of upcoming Play¬ 
Station games? Even if it is just at pend¬ 
ing time, all us gamers can assure you it 
will help us to purchase games. I also 
think you should list the top 10 Play¬ 
Station games to play at the time, as this 
will further increase your excellence as a 
resource for PlayStation owners. 

Oh yeah, and what are your favorite 
pizza toppings? 

Jason Sinocruz 
Chino Hills, CA 

► CHRIS: You've got a lot on your 
mind huh, Jason? First of all, T998 
could be the coolest year so far for 
PlayStation (just check out our 
PlayStation '98 Preview feature for 
all the cool details!}. As for the 
release list idea, that's something 
that we've been meaning to do since 
issue one, but we haven't gotten it 


ironed out yet. It's coming soon, 
though, so keep an eye out! And 
when you're talkin' pizza, you gotta 
go with the extra cheese, pepperoni 
and sausage. Yum! 

Your cover art is so sweet. I couldn't 
believe my eyes when I saw the 
Castlsvania: SOTN cover. It was also 
very innovative discussing a little about 
tne cover, so please continue to do that 
each month. Write a little about why it 
was chosen fo r the cover and who you 
got to draw it! I have already subscribed 
to your magazine and I am proud to say 
it is the first mag I have ever officially 
subscribed to; 1 usually pick up maga¬ 
zines on the newsstands. Remember 
that people really love the extras! 

OK, I have a few questions I have writ¬ 
ten to other magazines, and they have 
never published my letters or even 
responded. So here's hoping! 

1, In what ways were Castfevania: SOTN 
changed for U.S. gamers? (W r hat was 
censored or added?) 

2, When is Final Fantasy Tactics and 
Saga Frontier due for U.S, release? 

3, In last issue., you mentioned the 
release of FFVii toys here in the States. 
Do you know when we can expect to 
see them on store shelves? 


4. Will the soundtrack to either Castle- 
vania. SOTN or FFVII be released in the 
U S ? If so, when? 

5, Do you answer every person's ques¬ 
tion, even si it is not published? 

Mark Barrett 
Malicel38@aol.com 

► STEVE: Hey Mark, thanks for writ¬ 
ing. I'm glad you like our cool cover 
art. Here are some answers for you: 

1, Casttevania actually wasn't 
changed much for the U.S. release. 
Some of the familiars were taken out, 
and a few item locations were 
changed. Pretty minor stuff, overall 



Final Fantasy Tactics is due sometime this 
month, Mqrk, and we can't wait! 


2. Tactics is coming out this month, 
but Saga Frontier probably won't be 



Top 25 Contest 

The amount of entries we received 
for this contest was staggering. 
Apparently, a lot of you are look¬ 
ing for 25 games to call your 
own! The answers covered all 
ranges of humor—corny dirty, 
clever, disgusting, ridiculous, 
offensive, weird, and just plain bad. 
But a lot of really funny ideas came in, 
and it was tough to narrow them down 
to just three. After much discussion, 
here's who we chose: 


The FFVII Mega Contest 

Aaron Pheups 
Chico, California 

Top This! Final Fantasy VII 

Steven Lowery 
Riverside, California 


1. Eric Boyer 
Trevorton, Pennsylvania 

We enjoy a good the Nintendo-Scooby 
Doo cross reference now and then. 

2. Jeff Fortner 
Norristown, Pennsylvania 

The inferences are endless.... 


e know it's been a long time 
coming, so we have finally com¬ 
plied the results of the contests held in 
the first issue of PSM. Now that we've 
got the ball rolling, you can come here 
every month to see who the latest lucky 
and talented gamers are. 


It got pretty tough picking the winners 
due to all the great entries we received, 
but we somehow managed to dig 
through the thousands of envelopes and 
come up with the best of the best. 
Thanks to ail of you who replied— 
congratulations to the the victorious, and 
our condolences to everyone else. Keep 
at it—we've got plenty to give away! 


Top This! Ace Combat 2 

Gunnar Waiter 
Redondo Beach, California 

Keno leighty 
Vancouver, Washington 

Brian Johnson 
So. Houston, Texas 


3. Mathew Dish aw 
Massena, New York 

Mathew's take was just too clever too 
ignore—note the original placement of 
the word balloons.... 

Congratulations, guys—you can start 
looking for a really big package in the 
mail, courtesy PSM! 



making an appearance until mid to 
late '98. 


3. Not sure. Hopefully, they will have 
been released by the time you read 
this, but it's still not definite that they 
will come here at all Two more char¬ 
acters, Sephiroth and Vincent, were 
just released in Japan, so they proba¬ 
bly won't be available in the U S. until 
next year, if at all 


4, Companies normally don't bother 
releasing game soundtracks because 
the U.S. doesn't have a big enough 
market for them. Sega, SircgleTrac, 
and GT Interactive released a few 
CDs, but only in limited quantities. I 
would love to run down to the local 
music store and pick up a Castlevanm 
soundtrack, but that probably will 
never happen. You could check with 
some of your local videogame stores 
to see if they can import the sound¬ 
tracks for you—just be prepared to 
pay some pretty high prices. 


5. PSM tries to answer all the e mails 


and letters that get sent our way, but 
most often it is impossible. Overall 


however, t think we answer more 


reader mail than most mag¬ 
azines out there, so keep 
the commentary coming! 




MR. YAMAUCH\> 


YEAH, ANO I WO LAP 
HAVE GOTTEN AWAY 
WITH \T IF IT 
W E RE N T FOR YOU 
/WECXPLIINIG K\US AND 
^ YOUR UOGt J 
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Each month, we put together three tough tests of skill— if you're 
good enough to meet the PSM challenge, you can win cool prizes and 
see your name in lights! Remember, only one winner will be selected 
from each challenge, so get your entry in early. Send in your entries to 
PSIVI Top This!, c/o Imagine Publishing, 150 North Hill Drive, Brisbane, CA 
94005. Sorry, we can't return any pictures or videotapes you send. 


this month's laaf: the reality quest glove!!! 



Challenge #1: Tomb Raider 2 

Finish the Game! 

Prove your worth as a true tomb raider. Finish the 
game and send us a picture or videotape of the last 
screen, where it shows how much time the game 
took along with alt the other stats. The fastest time 
will win the prize. Now how hard can this really be? 
We gave you a walkthrough for the entire game n 
this month's and last month's issues, So get to it 
and quit yer gripin'] Here's a PSIVI Tip; When you 
play through, don't worry about the secrets. Getting 
them will only increase your overall time. 


Challenge #2: Cool Boarders 2 Challenge #3: Monster Rancher 

Only the Radical Need Apply Calling All Master Breeders 


It's snow season again, and all you boarding fanatics 
are loving life, For those of you boarding from the 
couch with Cool Boarders 2 ; here's your chance at 
world fame! Send in your best point standing from 
the Ha if pipe mode to win the respect and admiration 
of the gaming and boarding public. Whoever earns 
the most points on the halfpipe will win. Just take a 
picture or videotape of the screen at the end of your 
run that displays the points you earned. You must 
have earned at least 25.0 points to be eligible. 


You think you have a chance at being Master Breed¬ 
er, eh? If you can beat the Dragon in B class and also 
get invited to the August invitational Cup, you'll have 
a shot at a new item for breeding your own dragon. 
These monsters are rare and never show up just by 
using a CD in the Shrine. You've gotta be the top 
breeder and know your stuff! If you manage to 
breed a dragon, take a picture or videotape the 
screen showing your dragon on the Ranch, The first 
entry we get wins, so get a move on! 



Oh no—we're almost at the end of the issue! Man these things go 
by fast... Anyways, before we go, here are a few parting shots: 



ilS'iss 


► It's official—IGN's PSX Power is now PSM Qniinel 
Welcome to the Family, Adam and Jason) 


Chris does his Bill Paris 
impersonation at a recent 
Parappa The Rapper event 
in New York, Check oat all 
the cool staff in the back¬ 
ground from Rodney 
Green blat (the game's 
character designer}! 


4 Last issue we ran some dope pictures of Charles 
in his "gnngsta" gear, but it was }ust a gag. He's 
not even from the West Coast! However, he has 
been known to "chill with a homie or two." 


Jl Check it out-—our 
issue three Mega Man 
cover won the Cover of 
the Month Award here 
at Imagine! A big 
thanks goes out la 
Adam Warren,, who did 
the illustration. 




i* Recognize that bill¬ 
board? This pic was 
token from an early 
version of Test Drive 4 . 
Alas, it was only place 
holder art. Guess 
everyone is just jazzed 
about our new magi 




4 Bill and Eugene 
recently modeled their 
Hollo ween costumes to 
promote their new UPN 
show airing this fall, 
Chop-Chop & Hutch, 
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rhe place ro buy, sell, or rrade games, peripher¬ 
als, and anyrhing else relared ro rhe playsfaficm 


Got some old games lying around just collect¬ 
ing dust? Maybe you've already tried the old I 
got these by mistake for my birthday" excuse at 
every shop in town, but no one will trade them? 
Then get rid of 'em here, for free! 


► Jerry Danielczuk 

Jerry Danielczuk@Juno.eom 
504 Huntingdon Si. 

She lion, Connecticut 06434 

Trade Type: console system, accessories, games 

wanted 

Description: Will pay for used PlayStation con¬ 
soles, accessories, or games. They must be in 
fairly new condition and have instructions box, etc, 
Also, will buy Nintendo 64 products. Please e-mail. 

Mikael Larsson 

nosralana@worldtiet art.net 

103 N Jaguar Cl 

Cary, North Carolina 27513 

Trade Type: sel, trade, want 

item: conso e system accessories, games, other 

Description: E-mail me for details. 

- Cam Jarvis 

ijarvis@iniegate.be.ca 
6090 Blenheim St 

Vancouver, British Columbia V6N-1R1 
Canada 

Trade Type: games wanted 

Description: Wanted Any PlayStation RPGs you 

may want to sell, 

► Peter 

romi@netwiz.net 

Palo Aito. California 

Trade Type: console system wanted 

Description: Looking for mod tied Play Station, 

with or without games. 

►- Josh Mortensen 

ga-apocaly pseOgeocities .com 

Trade Type: games for sale 

Description: I have a ton oi games I want to get 

rid of. If you are interested, send me an e-marl and 

HI send you the list and prices 

► Rcbby Bohnsack 

boh nsack@ visual I ink, com 
579 Singhass Rd, 

Winchester, Virginia 22602 

Trade Type: games for sale 

Description: I've got four PlayStation games for 

sale: Tripie Play 98 for S25, Triple Play '97 for $20, 

Wjpeotif XL for $25, and Twisted Metal 2 (no case 

or instructions) for $20 All prices include shipping 

costs. Thanks. 


►- Ryan N. 

ryan81@maas.ner 
P.Q. Box 5032 

Lake Charles, Louisiana 70605 
Trade Type: games for sale 
Description: Tobai 7 with FFVII Sampler $35, 
Tekken 2 $30, Ratty Cross 330, Street Fighter 
Alpha 1 £25. These are starting off points, I wel¬ 
come negotiations, 

Erik Pleshek 

dhay : or@n eonramp, com 
601 © Saulding 
Omaha, Nebraska 68104 
Trade Type: accessories, games for sale, trade 
Description: Mortal Kombat 3 ana Street Fighter 
the movie—a few scratches, but they play per¬ 
fectly. Also Crash Bandicoot strategy guide. Will 
take best offers. Please e-mail me if interested. 


■BO OF THE MONTH 

^ Jerry Danielczuk games for S200 firm f Considering I 

JerrYDanieiczuk@Juno.com paid S150 for the system, S50 each 

504 Huntington St. for the games, and $20 for one con- 

Shefton, Connecticut 06484 trolfer, you save $120. The Play- 

console system, acces- Station is new and barely used, and 
series, games for sale both games (Sou/ Blade , Andretti 

1 am selling a PJaySta- Racing) have no scratches on them 
tion with two controllers and two whatsoever. E-mail me. 


Salvador Bautista 

SalvadorBsutfeta^hotmail. com 
2421 68th St. 

Galveston. Texas 775514 804 
Trade Type: accessories wanted 
Description: Needed a good, reasonable puce for 
a PlayStation Multi tap. At once!! 

Barri Johnson 

bphnso3@ba you ,u h. edu 
3610 Cleburne 
Houston. Texas 77004 
Trade Type: games for sale 
Description: Jet Mo to for sale. Near mint condi¬ 
tion Secret tracks available on memory card 

► Robert Perez 

Rob25NV@AOL.com 
Bronx, New York 

Trade Type: games for sale, trade 
Description: Dynasty Warners for rrade or sale, 
looking for Marvel Soper Heroes or Soul Blade. E- 
mail me with your offer. Thanks. 

I Abraham Shield 

$f 0 veg uy s@tra verse. com 

6424 M-72 East 

Williamsburg, Michigan 49690 

Trade Type: games for sale 

Description; Hi, 1 have ihesp PlayStation games 

for sale: NFL Gameday 97 323,00, NHL 97 

$30.00 Adidas Power Soccer $24 GO. Aquanauts 

Holiday S2Q.QG International Track & Field $30.00, 

Strike; Soccer '96 $18.00, Jumping Flash S2Q.DQ, 

Demotion Derby 325.00. 

Brian Wurster 

bwursier© mi n dless com 
Washington D.C. 

Trade Type: games for sale 
Description: For Sate: Resident Evil Wild Amis, 
Disruptor, Contra Legacy Of War, Wipeout [all the 
games are in perfect conditior). 

■ Aaron 

agarn6380@ad.com 
37B Burl Harmon Rd. 

Sugar Grove. N.C. 28679 
Trade Type: games wanted, games for sale 
Description: Wanted—Any PlayStation games for 
$10 or lass, most games accepted. 

Air Matt Dog 

si rma ttdog@hotmai I .com 

3432 45th Ave SW 

Saattfo, Washington 96116 

Trade Type: games for sale 

Description: I've got Tobai No. 7, NBA Live 96 r 

Fade To Black. All for sale 25,00 each, or best offer 


l* Andrew Sears 

I e sse la t mo@hotma i Loom 
23 Sears Rd 

Southbofo Massachusetts. 01772 
Trade Type: games for sale, trade 
Description: For sale: NBA Live '96. Tomb Raider, 
Slam n Jam, NHL Faceoff, Road Rash. Gameday 
r 96. Want to trade or sell 

^ Brian 

bmersk @ x.netcom com 

Detroit, Michigan 

Trade Type: accessories wanted 

Description: steering wheel for PlayStation 

► Curtis Engels 

cengefsmai I .conf ede ratronc on.ca 
RR#t 

Steemar. Ontario POW1M0, Canada 

Trade Type: games wanted 

Description: Any games would be appreciated 

FfPGs. racing, and games like Tomb Raider. 

► David Berry 

dcash21@aod.oom 

5129 Brea Crest Drive 

Los Angeles, California. 90043 

Trade Type; games for sate 

Description: I am selling the U.S. version of FFVII. 

Make me an offer. Everything s fn mint condition. 

Marc Cepeda 

mbarcep@netpci.com 
genumeima ge@hotmai!. com 
Trade Type: trade/sell 

Description: Suikoden I£20), Resident Evil l$15). 
NBA Jam Extreme I$10), Brahma Force (£10). 
Destruction Derby 2 ($15), Demo Desc #2 (LOW!), 
Romance of the 3 Kingdoms VV(S5l, and more, but 
they're going fast!! Prices negotiable via e-mail. 

IF - Anthony Tripoli 

Anthony.Tripoli@J H U AP L edu 

Maryland 

Trade Type: games for sale 
Description: i m selling the following PlayStation 
games' Alien Trilogy $25. Soviet Strike $30, Much 
Warrior if £30, Resident Evil S3 5, Destruction 
Derby II $35. All games are in perfect condition 
with all papers. Best offer accepted. E-mail me. 

Larry Leung 

BWi ng9454 7@aol .com 

124 Oak Court 

Hercules, California 94547 

Trade Type; accessories, games for sale 

Description: Twisted Metal (Great CondJ $15, 

Street Fighter Alpha 2 (Excellent Cond.1S35, Mad 

Cat? Fazor (Excellent Cond.) $18 


Mace2 

kanga@netoom.ca 

6119 Bnarwood Crescent 

North Delta. British Columbia V4E-2X1 

Canada 

Trade Type: accessor ; es wanted 
Description: Tm looking for a Japanese Dual 
Analog Controller with Force Feedback. Thanx. 

Neil Wallace 

Wallace r@e-z.net 
12602 NE 39th St 
Vancouver, Washington 98682 
Trade Type; games wanted 
Description: Tomb Raider. Coot Boarders, Res¬ 
ident Evil 2 , and Soul Blade 

- Carl Carlson 

ca r !@cojh t le ss-c tides.com 

Trade Type: games for sale 

Description: I'm selling the following games for 

£30 each, that includes shipping and handling: 

Command & Conquer, SimCity 2000 , Mech- 

Warrior 2. TNN Motorsports Hardcore 4x4, and 

Rage Racer. 

Dan Jones 

dan iei b jones@t use. net 

12121 2nd Avenue 

Cincinnati, Ohio 45249 

Trade Type: games for sale, trade 

Description: PlayStation Games for sale or trade; 

NHL Faceoff 97, NBA Live 97, WCW vs the 

World, NCAA Basketball Final 4, Madden NFL 97. 

► Michael 

mshumway80@hotmai I .com 
800 W, Grant m 
Williams. Arizona 86046 
Trade Type: games for sale, trade 
Description: I’m looking to sell or trade Ogre 
Battle , Limited Edition Features include: com¬ 
mand 75 different characters; 13 different end¬ 
ings; choose to be Good, Neutral, or Evil. Asking 
S20 or w fling to trade for an RPG or Action Game. 
E-Mail me and let's talk!! 


Get Rid of 0(1 

if you r d like to place your own, totally 
free ad in PSM. just jot down your 
name, address and/or e-mail; tell us 
whether you're looking to trade, sell, 
or both; and give us a brief descrip¬ 
tion of what you're offering or want. 
Send all of that info to; 

PSM Marketplace, c/o Imagine 
Publishing, 150 North Hill Drive, 
Brisbane, CA 94005. 

BTW, we can't vouch for the credibit- 
ity of any of the people who' place 
ads here, so swap at your own risk! 
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Coming next month in issue six of 





Resident Evil 2 Blowout! 

That's right, the Big One is almost upon us! Assuming that everything 
goes to plan, Capcom will unleash the monster of all sequels next month, 
and well be there with a complete, super-massive strategy guide. 

Hey, this game is going to be HUGE. If you want to blow the whole 
thing open, you're gonna need some expert help! 




PSM Special Report: 

What Makes a Good Game? 




Get ready for our take on the age-old argument of what 
makes good gameplay. We're putting our heads together 
to take advantage of decades of gaming wisdom, in hopes 
that we can do our little partto educate the industry. We're going 
to get rid of a few misconceptions and toss some old con¬ 
ventions out the door—all with the focus on the 

t 

PlayStation and the modern era of 3-D gaming. 


The LATEST PlayStation headlines 
The NEWEST PlayStation codes 
The MOST PlayStation games 

Absolutely EVERYTHING that has to do with PlayStation! 



1 b , V ? _ * C S • ' 1 . • • 

Metal Gear Solid 

GranTurismo 

NBA In The Zone '98 

H Mega Man Neo 

NBA Shootout '98 

Bloody Roar 

Blasto 

AND TONS MORE! 

19 9 S 
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Final Fantasy Tactics In-Depth Guide 

If you thought Final Fantasy VII was deep, just wait until you get a load of the action in 
this one! It's got loads of different features and options, and the battle system alone is 
incredibly complex! Don't worry though, we're going to unload some super-cool strategies 
and secrets on you—like howto find Cloud and Aeris from Final Fantasy VII! 




































Intro 


ducing 


music 


ver 


like you’ve ne - 



You’ 11 get rhythm. Tempo. 


Heck, you’ll even get to churn the 



Parappa the Rapper. Not 


just great music. 




KIDS 141 ADULTS 


C^rrtd PlayStation and the PlayStation logos ate trademarks of Sony Computer Entertainment Inc, Parappa the Rapper is a trademark of Sony Computer Entertainment 
















































































































seen it 


be - lore. Parappa the Rapper. 






butter 


(and we don't mean the farm kind). 



But 


a great music-video game. Word. 
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uuebsite at wuvw.crystald.com 

character are trademarks of Crystal agamies3 
779 for Game Rating Information. 

iputer Entertainment Inc. H60 is a registered i 
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